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International Diplomacy Association is 
an organization you should join. As postal 
Diplomacy grows, it will more and more be 
the IDA that will be looked toward to hold 
things together, IDA was formed as a ser- 
vice group when it became apparent that sin- 
gle individuals could no longer provide ef- 
fective hobby-wide services by themselves. 

Already , the IDA sponsors the Calhamer 
Awards, publishes an annual handbook on Di- 
plomacy, maintains an International Sub- 
scription Exchange and subsidises the E card- 
man Numbers and the Miller Numbers, as well 
as the Orphan Games Project, This democra- 
tic group conducts annual elections to de- 
termine members of the Council, the body re- 
sponsible for carrying out IDA business and 
services. In addition to all the above ad- 
vantages of membership, you receive Diploma- 
cy Review, the organization's newsletter. 
To join IDA, just send $2 in annual dues to 
Len Lakofka, 644 W. Briar PI. , Chicago, IL 
JS0657, the current Vice-F resident/Treasurer. 



The most significant event in Diplomacy 
since the formation of the postal hobby has just 
occurred „ Games Research has just sold Diploma- 
cy to Avalon Hill. While It is uncertain now 
how this will effect the relationship DW and the 
Eoardman Number Custodian have had with the 
game's owner,, the effect on the hobby will be 
profound „ Due to the size of Avalon Hill as 
compared to GRI, I have no doubt that the sale 
of Diplomacy sets wi 11 initially double or tri- 
ple. The question is whether the hobby can han- 
dle this growth without degenerating into chaos, 
With the cooperation of Avalon Hill, I think we 
can, and if so, postal Diplomacy could give 
postal chess a real run for its money. 

The above event brings to an end the formal 
relationship the hobby has had with John Moot^ 
the president of GUI. We would like to dedicate 
this Isoue of DW to John in appreciation of all 
he has done for the postal hobby. He typifies 
the highest ideals of the American businessman. 

Note trie changes in the masthead this time. 
Due to trie rela.tive higher Increase In interna- 
tional po&'tal rates p we^re forced to charge more 
to foreign subscribers. Postal increases will 
also affect our policy of free samples 'to nov- 
ices. Instead of an individual mailing, the 
sample will be sent out bulk with the next quar- 
terly mailing. Publishers are asked to publi- 
cise this and that a couple of stamps sent for 
the sample will still be appreciated. Of course 
if a novice subscribes to begin with, his first 
Issue will be sent by return mail 0 

I would like all publishers to take a 

look at the "zine •wanted" list on p., 38 „ This 
is believed to ce a complete list of all missing 
sines from all the sines published in the I3-yr. 
history of the postal hobby, For those Inter- 
ested, the Archives now comprises over 25 linear 
feet of filed and de-stapied original Dipzines, 
Since so ;nany sines are coming in now, I ask 
that you specifically tell me on a separate 
sheet of paper what you want publicised about 
your sine, and we of course appreciate your con- 
tinuing publicising of DIPLOMACY WORLD, Only by 
working together can we give the average player 
the M big picture" of what's going on in the hob- 
by. 

Circulation continues to rise and I've 
started to include solicited samples in with 
paid circulation as this gives advertisers a 
better idea of how many interested readers get 
DW, It is Interesting to note that last Issue's 
subscribers were located in 41 states , 7 Cana- 
dian provinces, and 10 countries. Except for 
late news items,, the deadline for contributions 
for next issue Is April 30 th. Artwork and stra- 
tegy articles are especially needed. 

Lastly, If a red "X" appears below, this Is 
your last issue. We hope you'll resubscribe. 
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SPECULATING ON THE FUTURE 

BY OBSERVING THE PAST 



Since 1971 there has been no significant 
growth of postal .Diplomacy in the United States, 
From 19?1 through the just concluded 1975 calen- 
dar year, approximately 140 games of postal Di- 
plomacy have been started each year in the 
United States, Hobby expansion In the past four 
years (1972-1975) is primarily due to our Bri- 
tish colleagues , However, even they have appar- 
ently peaked (in 197*0 ( and have now "reached a 
plateau at approximately 95 gaaes per year» 
Thus, what minor growth the hobby has shown 
since 1973 has been due -to postal Diplomacy ex- 
pansion in Continental Europe, Australia , and 
Canada. The combined number of postal games 
started in these countries, even with their re- 
cent growth, only equals about .15 percent of the 
total number of game starts in 1975 * The United 
States with $0% and the United Kingdom with 35% 
of the total game starts still dominate the hob- 

This information has been derived from the 

Board man Number assignments for 19&3 through 
1975- ¥alt Buchanan collected much of the back- 
ground data and 1 sorted out the games by na- 
tionality, This information is a spin-off of 
data that I p as Boardman Number Custodian, am 
compiling on games both finished and in progress , 

As shown in the accompanying figure and 
summarized in the following table, there have 
been three mjor postal Diplomacy growth periods 
in the United States, The first, from the hob- 
:,y 8 s inception in I963 to I966, was the influx 
of science fiction fans and members of amateur 
publishing associations (apas, as they are call- 
ed) 6 Following the sf fans came the Avalon Hill 
waff-gamers from 19^6 to 1968, This was the sec- 
ond growth period for the hobby, The third, 
most recent and possibly last major expansion in 
the U 0 S 9 portion of the hobt^r, arrived* in 1971 
with the introduction of the GUI flyer in the 
Diplomacy sets. The hobby in the U ,S , then 
Mushroomed to Its present level and has shown 
only minor fluctuations ever since. 

The British or U 0 K. Bide of the hobby has 
had a continuous growth , starting in I969 and 
peaking in 197'K This has probably been due to 
the early Introduction of the Phiimar flyer 
( Phiimar markets Diplomacy in the U 3 K«) in the 
game sets and establishment of the National 
Games Club, Thus there was not sufficient time 
for discrete minor peaks and plateaus -to arise 
in the growth of postal Diplomacy in the British 
Isles, 

The growth of postal Diplomacy in countries 
other than the U.S., Canada, and the U.K. has 
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been heavily dependent on single individuals. 
This has b&en shown to be true in South Africa, 
Belgium, Australia, Italy, France, Switzerland, 
and Sweden™ -countries in which postal Diplomacy 
has only a toehold, With this heavy dependence 
on one individual In these countries , growth is 
a vary chancy thing, more often falling than 
succeeding (e<,g,, Belgium and South Africa in 
the early 1970s) • Not until there are four or 
five publishers in a country (as witnessed in 
the U,3 B , Canada and the U.K.) does that re- 
gion's postal Diplomacy activity really begin to 
grew 0 

The future of postal Diplomacy is uncertain 
after studying the past. The United States, 
Canada, and the U a X. have all entered a no-growth 
or limi tad- growth period. Probably the factors 
most likely to stimulate growth in the U.S, and 
Canada are the attraction of individuals from 
other interest groups and increased GRI adver- 
tising of Diplomacy,, Science fiction random and 
bargaining have been pretty thoroughly milked for 
their interest, A raid on organised chess or 
other untouched gaming groups .idght hold seme 
prospect of success. However, heavier adver- 
tising by GRI is more likely to stimulate long- 
run hobby growth , Potential growth factors in 
the U,K. are an unknown, but it is doubtful that 
they are much different from those in North 
America fl 

The most likely method by which the hobby 
will expand in tne second half of this decade is 
from growth in Continental iSurope. With the in- 
troduction of Halter hue Haas's German language 
zXne , Bums, the country to watch is Hest Germany 
If his players start other German language sines 
and attract new players „ then we will most sure- 
ly see postal Diplomacy boom there, In line for 
expansion after West Germany are probably Prance 
and Scandinavia » When and if GRI aiarkets a 
translated Diplomacy in Continental Europe , the 
likelihood of real growth there will be greatly 
Increased 0 

Past growth and the recent stabilization of 
the hobby in terms of the number of game starts 
has been the subject of this article, However, 
before closing, let/s look at another possibili- 
ty: decline or death of postal Diplomacy, It is 
very difficult to picture the hobby completely 
dying unless the U 8 S, and world postal systems 
disintegrated into total chaos „ A continued 
rise of postage rates may cool the hobby's fer- 
vor, but otherwise the effect will be minimal 0 
If GRI was to take a backwards step and remove 
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Figure. Game Starts by Country. 
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the postal Diplomacy flyer from the game "boxes, macy players to other games. Currently the game 

a major portion of the new blood entering the ' of Dungeons and Dragons is catching the fancy of 
hobby would dry up. This would probably de- much of the hobby. However, its gain postally 

crease the North American section of the hobty is rather limited by the need of almost constant 

back to its pre-1971 size. Another factor which interaction between the players and the modera- 
can cause a decline is the conversion of Diplo- tor. Another multi-player game, Kingmaker from 
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England, is newer than D&D and by all Indications 
may give postal Diplomacy a run for its money. 
At the moment f it is still unknown to a great 
Majority of the nobly and its future influence 
cannot be gauged. 

Other factors for decline are the problems 
of feuds and orphan games. Feuds may "be great 
fun for the participants and spectator friends, 
lout splitting the hobby into armed camps only 
serves to alienate new players — people who only 
want to participate in well-run games, not in a 
battle of personalities. The problem of games- 
masters orphaning games also quickly turns off 
new players : .rager to play in a postal Diplomacy 
>;;ame ♦ Without the quick placement of orphaned 
games into new ssines , ;aany players , "both new and 
old, become disillusioned with playing Diplomacy 
pos tally and silently leave the hobby. If this 
is allowed to happen, the outflow of players 
from the hobby will exceed the inflow of new 
blood and the hobby's sice will decline propor- 
tionally, 

Postal .Diplomacy will -nost likely not die* 
Nor will it necessarily grow far past its cur- 
rent plateau of activity. The American portion 
of -the hobby has been in a sero- growth period 

-ince the oarly "70s,, On the oxher side of the 
Atlantic, Or eat Britain has now also reached an 
^•qidllbriiLfii. Tuture grow th, if it is to come, 
■'rill be from Continental Europe , Large scale 
growth, as experienced in the past "by the U 4 S« 
^nd tne U „X 0 , will only occur In the future from 
forces outside the hobby's control. But if we 
ire observant, we can make good v-.se of our know- 
• vdge cf the hobo's past to -mke l*sttar use of 
our hoVqy a s future, 




WHAT'S DIPLOMACY 
COMING TO? 

*y GARY BEHNEN 

Before you read this article, l*d like you 
to figure out a puzale. The situation is this* 

1, Tou are the Russian player and your 
southern campaign is stagnated, 

2. The Germans and English have been co- 
operating up to this point, but the English 
pj^ayer has just resigned and there will be a nt-w 
player r 

3« Both Germany and England have made slow 
progress in France. 

^4, The upcoming season is Spring 1903 and 
the units -are distributed as follows z 

Russia ^ngland Germany 

A St, Petersburg F Hormy F Kiel 

F Gulf of Bothnia A Finland F Sweden 

OK, now that you are familiar with the sit- 
uation, make a choice from one of the seven he- 
low. Be as truthful as a Diplomacy player can 
be and before proceeding, oe sure you know imai 
your diplomatic course of action will he, 

1. Approach Germany -with an alliance 
against England, while at the saae time promis- 
ing support to Sngland, even though yo u plan zo 
attack him, 

2 M ATiproach Germany for alliance 
against Sngland , "hat don't correspond with Sng- 
land, or if you do, lon*t proisise something you 
can 8 1 keep, 

3* Approach England with an alliance 
'igainst Germany, ".*hiie at the ;-ame '^.jie pro mis- 
ij;g support to Germany, a'/en thongh you plan to 
attack i:L , 

approach 2ngiand with an aill-anes 
against Germany, "tot ion*t correspond vi*h Ger- 
many, or if you do, don't promi&e -something you 
eanH keep. 

5. 3 end "both countries non-coa>mi ttai let- 
ters making sure you don't promise something you 
■can't keep« 

6. Send both countries letters attempting 
to ally with one, Don s 't hesitate to promise or 
propose things to them "both, even if you don't 
plan to keep your promises,,, 

? } Become sick "because you think the world 
is against you and decide not to waste 13$ on a 
"Utter, 

'5ow ? after you have chosen a diplomatic 
course, mentally plan some sscves for your units 
on the basis that the alliance you were working 
for came true p i.e., if you chose #1, Germany is 
allied with you s If you chose #5 or #6, then 
write moves on the basis that you attained the 
alliance you desired the most. Now that you are 
done with that, read on and find out which cate- 
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gory I would place you in. 

If you chose #1 and your moves were for the 
downfall of England, than you are probably a 
"diplomat." 

If you chose #2, there is a good chance you 
are a "pure of heart." 

If you chose #3 and your moves were for the 
downfall of Germany ( then you are probably a 
"diplomat." 

If you chose #4 f there is a good chance you 
are a "pure of heart, u 

If you chose #5 and your ;ftoves didn't at- 
tack the ally you picked, there is a VEfiY good 
chance you are a "pure of heart/' 

If you chose #6 and your moves didn't at- 
tack the ally you picked, there is a VERY good 
chance you are a "winner , H 

If you chose you are suffering from 
paranoid delusion and you need a doctor. 

Now, read the rest of the article, Please 
remember this though, this is a crude example 
and there is room for error. However, this does 
give you a general idea of where you stand. 

When I started my Diplomacy career, I was 
one of your "kick the stuffing out of your 
neigh cor" type players. Needless to say, those 
gimmicks weren't tolerated in my first FfsM game 
and consequently I was isolated, quickly, be- 
cause of this experience, I was prompted to cat- 
egorise players as I met them. 

The first category I call the "pure of 
hearts," These guys wouldn't break an alliance 
or make a promise that they couidn*t keep. 

The second category I call the "diplomats . " 
This group won't hesitate to tell an untruth or 
break an alliance if they will benefit in any 
way from the action. 

The third category is a mixture of the 
first two. These players will tell an untruth 
-;hen it will benefit him more than hurt him. 
They will also break an alliance when, in the 
long run, they wi II come out ahead. They do not 
terminate an alliance for a mere 1 or 2 centers. 
Under this category you can place most players 
6 tat do well In the hobby, consequently I call 
■..hem the J 'wi oners," 

From what 1 have been able to ascertain, 
there are an alarming number of these "'pure of 
hearts/ 1 They won't "break an alliance, tell a 
lie, or even move their units because their al- 
liance doesn't call for it. Sometimes one of 
them may break down and tell an untruth and they 
can't live with themselves until they make it up 
to that person. The first page of the rulebook 
clearly states that you are permitted to spread 
rumors, make and break alliances,, etc, What 
these "pure of heart" types are doing is dis- 
rupting the natural flow of the game by adhering 
to impractical ethics in the game of Diplomacy, 

If you are caught lying to a "pure of 
heart," you can't determine what his reaction 
:iiay be. Usually, he attacks you because you are 
not good. This is where you must really watch 



out for the guy. They sometimes see sinister 
moves and they attack and YOU were as pure as a 
new snow. 

On the other hand, there seem to be a di- 
minishing number of "diplomats," This is a 
shame because these players advocate the game 
the my It should be played, mercilessly. If 
you were involved with a game in which these 
type players dominated, you saw a very exciting, 
fact-moving and fun game. These cut throats 
have brought fame to the game and have attracted 
most of the hobby population, A stab every once 
in awhile keeps the adrenalin pumping and the 
game doesn't stagnate, which Is a dreaded occur- 
ence in a PBM game. 

Unfortunately, we see fewer and fewer of 
these games. The "diplomats" are quickly ap- 
proaching the endangered species and I myself 
feel they should be protected by the IDA and NGG 
before they become extinct, With the increasing 
number of "pure of hearts," the "diplomat" is 
usually non-existent past 1903. The "diplomats" 
will have to cut down on stabs and untruths If 
they want to survive in today's hobby,, If they 
don't, the "pure of hearts" will exterminate 
them, because In their minds, this type doesn't 
belong in the hobby. 

The third category, the "winners" are just 
that. They've iidjusted to the new pla.yer. Actu- 
ally, they are just a mutated species of the "di- 
plomat" with a refined manner acceptable to the 
"pure of heart," 

Don "t get me wrong, I dislike players who 
stab for no good reason just as much as anyone 
else. There are those that advocate this new 
player is better and some say they don't exist. 
It really has disheartened me to see the immense 
number of "pure of hearts" entering the hobby, 
I hope this article will help some players real- 
ise that they DON'T have to stick strictly to 
their work, IF it doesn't benefit them. Let s s 
■see a few more down-to-earth Dippy nuts enter 
the hobby. 
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Somewhere, mybe In Mew Jersey and my be In 
Florida, Charles Xorbert Reinsel is still run- 
.••ling Diplomacy w ga»es. M If you even mention Di- 
plomacy casually in a letter to h±m 9 he will im- 
mediately t=ap you into a ,|aae with six other 
people -Mho didn't want to join it, either, send 
;ou an outrageous "bill for it, and ^drop" you if 
fou refuse thus to be ripped off. 

That's how it ended. It "began in 1966, 
when Charlie began putting out his Dippy sine 
3ig Brother (he liked his players -to know from 
The '"beginning how he iatanded to .run things) , 
.'ie hated "Charlie," by the way. If he likes you 
at the moment, you could call hi a ""Norb, " I 
:;allM him "Charlie" in print, once, and he nei- 
ther forgave jor forgot, he still refers to ±e 
is J *?:odlie, ,! * 

Big Brother ran its ^aaes on 13-day dead- 
lines (Norb could mv&r understand .fhat negotia- 
hi on had to do -.fith Diplomacy | players :rare =iot 
■.2<ran allowed to change orders -once they bad .sent 
* hen in) , It was published in a charging sead- 
Litarate style with all the grace , ait and ^hana 
of grai-a»ar~--3chool -assays on ^ojfhat I Did Duririg 
Svsaaer Vacation „ J8 3di fcorials seldom consisted 
of ^ore than thrae qsntences, , 3 ox at least three 
•.strings of fords with • periods at the ^nd, rhese 
reisarkable statements -fere either variations on 
tne theme **T aa 'the greatest" or effusions on 
one of Norb*s pet hates, 

Charlie had as -:aany hates as any Alabama 
redneck ever born. From the ridiculous to the 
•j tupld, they 'ranged fro» Diplomacy publishers 
.•ho -lid not .tail their stuff in m envelope to 
John Bcardiaan 9 s Insertion of his ^hen- radical 
pe.li.tics into G ratis ta.rfc „ (John has -since deci- 
ded to flip on~his back for Richard Nixon, -aM 

gets pounded at Graustark readers a.Lso& 
•scat of them probably recognise it for the put- 
on it is,) 

X 1 m not sure how 'to rate Jforb as a Diplo- 
macy player, He won gases, certainly, My one 
•irush with him was playing Germany to his 
.'■"ranee , His opening letter to Me reads 

■'Lefs get Sngland, OK? you get -:Ior 
<fc 1 get the rest, If you don't I Ml take 
Munich h keep you out of Holland k destroy 
yo u , ^ders tand? ** — — — 

ills note to England was almost identical. Me 
allied If , ., I was dying to see how Norb could pos- 
sibly keep me out of Holland, Other players 
tell me he negotiates that way with them, too. 
People who read Charlie's letters are al- 
ways shocked to learn that he taught school 
(math, to be precise) 5 well, 1 know some English ' 
teachers who can't add. Anyway, he also once 
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ran for the Democratic nomination for Congress— 
with a platform somewhat to the right of 3onald 
Reagan, #e heard a lot about that* •« at least, 
until after the primary, tforb also was in the 
Korean Har, which :say help to explain the less- 
than- satisfactory'' result , 

Still, Charlie did contribute something to 
"'.he ho boy e E@ developed the first rating sys- 
tme, jig Brother set standards of reproduction 
-ind literacy which the hobby has studiously (and 
happily) sought to avoid ever since, 3orb in- 
vented the feud (when I came into the hobby, the 
3einsel-Boardman Feud was big news i I naturally 
:-^aid that I would never Income involved in such 
silliness) , ;-iis heroic detera&nation to go to 
Brooklyn and "pura" John Eoardjaan for his anti- 
far crimes is probably the outstanding example 
;>f unintended hilarity in the hobby , 

"Jot 7as Norb necessarily consistent,, s3ome 
years --go he went to New York and 'visited John 
"Ceahara, ?hey went out to dinner and Besh then 
.ihoved under Norb 3 3 nose a statement supporting 
the so-called c,f 3lA" arid denouncing its lengthy 
list cf critics , Faced with a practical choice 
between signing the statement and paying for his 
>wn dinner, : Charlie :aade the only choice possi- 
ble ^ "" f lDA 115 •■hen published the statement as a 
* letter" f:ro» Heinsel , I denounced it as a for* 
•■jery (which in point of literary style it obvi- 
ously was),, and it was quietly forgotten. 

Then Norb came to 3an Diego , He showed him 
the ''tSA^-published ** letter, " He iaanediately 
rbii<aed that what was published wasn 8 1 what he 
■md signed, that he had been piled with an over- 
sufficiency of alcohol before he had signed it, 
•aid that he tia,dn a t -neant it, anyway. He joined 
th Conrad 5 /on >?etake in denounci/ng his denun- 
elation. Later on he denounced Conrad, One 
hardly knows what to think, 

?or ai&ny years Heineel remained in ^ome 
backwater or other in Pennsylvania a Now he is 
■>:iqt® iao'.oile, i couple of people who have been 
.m his : gaiaes more recently report that one's 
••status -:.,s a player lepends cn one°s willingness 
to let Norb tuooch x^hen he B s in %he neighborhood, 

Jell^ Hharlie does have his creative ;so- 
ments « Just pray he doesn't break a l-?g when he 
comes to your place for dinner, 
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THE GOOD ALLY 

^ L EN L AKOFK A 

Walt Buchanan has told me that many people, 
mainly newcomers , are asking that "how to" arti- 
cles be printed in DIPLOMACY WORLD , This is, of 
course, understandable since newcomers are the 
soul of the hobby and esoteric articles in a raa- 
jor publication like DIFIAMACY WO BID will turn 
them off, initially, As time passes, they might 
go back and reread those articles that make no 
sense now and get a great deal out of them, 

This brings to mind some of the attitudes 
taken by new players when they embark upon their 
Diplomacy career. New players today are exposed 
to much more real and potential material than 
players have been in the past. The IDA Hand- 
books are one good example of this ;iiateriai j the 
many articles available in such quality publica- 
tions as DIPLOMACY WORLD, Impassable , The Pocket 
Armenian, etc. are another* With this wealth of 
material available, it is bound to influence 
player styles. It has « 

Today a new playing style is beginning to 
emerge „ It is the "good ally" style, Basically 
it says, "I will never tell a lie." Thus, if 
you plan to attack, you announce It, If you 
plan to be an ally, you become one , Note that 
this philosophy is not the "holy alliance f " or 
the "cartel alliance," and thus you may attack — 
but you must announce it. 

The" fact that the "holy alliance" (sort of 
death-do - us- par t) or the "good ally" alliance 
has little or nothing to do wi th the simulation 
or the real world does not seem to prevent these 
two sty las from being in vogue 9 

Diplomacy is a WAR simulation on the Diplo- 
matic and on the gross tactical levels. Since 
economics and political philosophy do not enter 
the simulation, any country way ally with any 
other country. Diplomatically, then, you at- 
tempt to create an atmosphere in which you can 
accomplish three goals s (1) survive, (2) draw* 
And (3) win. Mote that winning is .iot the first 
goal , If you play to van (without securing your 
position first) and then something does go wrong 
wi th your first alliance lattice B you my have 
■ ioo med yourse If * 

At the beginning you wish to prow by asiiai- 
ly taking your neutrals first and then attacking 
a neigh'bor(s) , Attacking in .1901 is only feasi- 
ble when you have a co mple te knowledge of the 
overall diplomatic and" tactical picture (i.e. , 
the strategic overview) , Countries that plan 
attacks In 1901 often do not live to see 1905 if 
they do so alone or if they forget that 2 coun- 
tries in alliance can not defeat 5» Thus you 



move slowly at first. You establish relations 
with everyone in your sector and at least intro- 
duce yourself to everyone else. Perhaps you may 
ask what a sector Is and even what neutxal(s) 
you are entitled to* Let me digress — you say 
that is all I ever do?-- -and explain those terms, 

1* The Belgian Sector of the board is com- 
posed of England, France and Germany. England 
will normally take Nwy and has an Interest in 
Bel, France will normally take Por and Spa and 
has an interest in Eel, Germany will normally 
take Hoi and Den and has an interest In Pel, 
This interest is the key to the Sector's name, 
.Everyone wants Belgium, For France or Germany 
to take it in 190I could call attention to their 
6 centers and thus they just might wish to avoid 
a 1901 grab* England would like it in 1901 but 
a 5-c enter England is stronger than a 3- center 
Germany or France, Thus we have a dilemma both 
diplomatic and tactical in the Belgian Sector, 

2. The Balkan Sector of the board is com- 
posed of Austria, Russia and Turkey , Turkey 
normally gains Bulgaria, Austria takes Serbia 
and Greece and Russia gains Rumania* While 
everyone gets something, there is still bxi im- 
balance, Russia, Turkey and Austria can not 
conveniently go their separate ways without 
crossing over each other t Thus two usually ally 
against the third in the Balkan Sector. 

3o The Iberian Sector is composed of Italy 
and France and possibly England, I taly gets Tu- 
nis and France Iberia. If the area Is peaceful, 
both countries can have a chance to grow. If 
the .area is violent, the balance of power can 
shift in the opposite direction. This is be- 
cause Italy is Ihe ""balance of power nation be- 
tween the Balkan and Belgian sectors <, These two 
ml jor sectors always activate (i,e,, have a war 

in them) „ Thus, if Italy causes a 2 on-2 si tua- 

tion to occur in the Iberian 3«c tor/Bsigian Sec- 
tor, twc wintriss in the Balkan Sector could 
prof I t , 

4, The Ionian sector Is composed of Italy, 
Austria and Turkey , The prize is usuaal ly Greece 
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but Turkey itself can be the target if this sec- 
tor activates. Italy gets Tunis and Austria 
gets Greece. Again note that if Italy goes into 
the Ionian, then the Belgian Sector could profit. 
If in the Ionian or Iberian Sectors Italy causes 
a 3-on-l situation to be created (the target be- 
ing France in the west, Turkey in the east (not 
Austria)), then Italy could go with the Majority 
and gain, (Vhy not Austria? It is too easy for 
Russia and Turkey to stay allied and just keep 
going, right over Italy. The tactical situation 
heavily favors that alliance. 

5. The Tyrolian Sector is composed of all 
the countries that border on the neutrals Tyr, 
Boh, 311, i.e., Russia, Germany, Austria and 
Italy. This sector, if activated early, is al- 
most always at the expense of some center (s) in 
the classic Belgian/Balkan Sectors and is thus 
often ill-advised. When a country bypasses his 
basic neutrals, he is toying with instant deathl 
NEVER give up your classic neutrals without a 
fight. Rarely bypass one classic neutral in 
1901 for activation of the Tyrolian Sector— al- 
though it Is possible and can pay dividends if 
you know the entire board and have formed good, 
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alliances, 

6. The Scandinavian Sector is composed of 
Germany, England and Russia. Germany gets Den, 
Russia Swe, and England Nwy , Everyone gets one 
and everyone CAN go their separate ways for a 
few game years* The problem is to disentangle 
the pieces in Nwy, Swe and Den, Everyone is 
afraid to wove out and everyone hates to waat« 
a piece guarding the place. Another interesting 
tactical/diplomatic problem. 

Taking all this information, let's again 
look at the "good ally," remembering that we are 
playing a war simulation. When a player nego- 
tiates his little heart out in 1901 without 
"backing up the negotiations with sound 1901 tac- 
tical play, he has failed to accomplish the very 
goals of negotiation he has set for himself I 

Let's say that Russia, for example, does 
nothing about Rumania, playing instead F Stp(sc)- 
Bot f A War-Sil, A Mos-StP, K 3ev H, while also 
saying he is allied with Austria versus Turkey. 
Tactically he has blundered by (1) not taking 
Rumania, (2) leaving his "ally" to forge off 
Turkey alone, and (3) allowing his ?1 enemy" to 
gain the Slack Sea and/or Armenia and perhaps 
even bounce him in Rumania in Fall 1901. Do you 
see the incongruity between the diplomatic and 
tactical portions of the 1901 play?? If not, 
then reread the sector analysis. If you still 
io not see it, then your days in Diplomacy could 
"be numbered. 

Now, let's go farther and say that you are 
a "good ally" player. You will tell Austria you 
are allied with him and tell Turkey that you 
fill attack 9 How long do you think it will be 
before Turkey AND Austria attack you? Will Aus- 
tria tell you of his attack? Likely he will 
not,, If he is a good player, he will surely 
abandon you as an ally because of tactical in- 
competence. Some "good ally" players become 
piqued when someone actually attacks them with- 
out warning , rfhat has upset them is their own 
error, but they do not see it that way, Diplo- 
macy is irrevocably connected with tactics. The 
simulation is DESIGNED that way. If you screw 
up the tactics ( all the Diplomacy in the world 
will not save you. If you then compound the 
problem by being upset with your "ally" who at- 
tacked you, you are not aware of the way the 
game is PLAYED , 

I have emphasized the word play twice now 
beca.use Diplomacy 15 ONLY A GAME. It is a game 
for people who enjoy thinking. It is a game for 
people with golden tongues who also know how to 
eomaaand armies. One asset alone will not be 
good enough. When you are s Tabbed, you must ask, 
'Has it a good sTab, did I have it coming?" If 
the answer is "yes , M then fight to the death and 
chalk it up io experience. Do not say, "I'll 
never ally with you again in this or any other 
game," 51rst, this game is not over, and second, 
vendettas profit no one, A vendetta player will 
not last long nationally because he gets the re- 
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putation for playing the players and not the 
game. That reputation is far more onerous than 
one of sTabing WHEN IT IS CORRECT AND NECESSARY* 
If the answer to the sTab question is "no e M 
then you have been sTabbed by someone who does 
not know how to play well and allying with him 
again should be considered for a long period of 
time. My point is that the "good ally 1 * concept 
is all wet from the point of view of the way the 
game is designed. The game is designed for 
sTabs, The rules clearly Imply that a sTab is 
possible — you can SAY anything but then DO what- 
ever you want n To throw that ability away is 
folly! 

■ When is a sTab a good sTab? A sTab should 
do one or all of the following! (1) increase 
your holdings, (2) insure a draw or win, (3) 
cripple the country being stabbed. If a sTab 
does not give the prospect of LONG-TERM GAIN, 
then it is almost always a bad sTab. If you on- 
ly wound an opponent, you have not accomplished 
anything. 

A "good ally" can not sTab because he can 
not tell a lie ♦ Bo you usually go into a fight 
with one hand tied behind your back? We top 
players, Birsan, the Eeyerleins, Buchanan (yes, 
Buchanan) ( ( Lenardl WB)) f Power,, Slier, Pitsch, 
Vagts, Ro camera, et, al, will ALL sTab to <±raw 
or win. Does this mean that others will not al- 
ly with them? It does NOT, Quality begats 
quality. To prevent yourself from being sTabhed 
you must always keep your guard up-- never let it 
down* If your back door is open p someone -will 
walk in* Don't blarae him for it, it is YOUR 
poor play. 

Now be sure that this does not wean that 
you should become an outright liar. That does 
not work either. You tell the truth to the best 
of your ability, being candid and evasive a& 
need demands. One of the most valued tools in a 
good player *s arsenel can be evasion. Imply as 
much as you can without saying anything,, Henry 
Kissinger does it all the tine (too much , ae 
thinks, "but that is another story) , If you must 
lie to accomplish something* then be sure the 
result of that lie will be almost certain death 
to the player you are lying to. 

There is NOTHING Isamoral or even dishonest 
• v?ut lying in a GAME DESIGNED R)R LYINGI Seme 
of your 'best plays result from stringing a play* 
rfr out and then leaving him/her there 'to hang 
all by himself. That is how the game is played, 
A "good ally" is too worried about being lily 
:vhite (and I don't aaan that ethically) and Is 
)•»!;:■ sing out on hours of good play. When I get 
scabbed, I scream and yell for awhile „ especial- 
ly if hen it is a w bad M sTab. But if It is a 
■rood one, I can enjoy and applaud the expertese 
that fTQt Me ou t on the limb to be stabbed, THAT 
is what the GAM Diplomacy i3 all about, You 
.i::e PLAYING to win, not to be a good guy. Good 
Guys only win In cross-game alliances and I find 
_£hat to be reprehensible. 



YOU ONLY DUD 
TWICE 

* y ROD WALKER 

Chapter IV t Dr. Dud, Rodlle Dudright did 
a double-take , Wa3 this truly the very same Dr. 
Dud whose boyish face once adorned (if that is 
the word) "Wanted" posters fro a Nur era burg to Ar- 
gentina? Despite the passage of years, however, 
he could be; Identified by the tattoo on his left 
arms Jo harm leshdud*s Social Security Number and 
the address of the National Dog Registry, 

"Kerr Qoktor Johann Bohr Bud," said the se- 
cret agent. "I aia honored, to use the term 
loosely," 

Dr. Dud leered toothlessly (his inability 
to bite was Internationally famous) . "I am so 
sorry the Master is not here to greet you per- 
sonally. It s s almost Purlin f you know, and he Is 
busy seeing that the dine stores; are well stock- 
ad with exploding ca-ndles and that sort of 
thing* You understand," 

O-0-Bud considered his chances for escape* 
The fact 'that he >ras alone with Dr. Dud mitiga- 
ted for; the fact that Dr a Dud had a Mark VI 
Palestinian Liberation Organ.! nation-issue blun- 
derbuss mitigated against 1 the fact that there 
i«as no firing pin :aitigated for. He decided on 
a clever ruse, "Elliot Hess 2 " he cried, "Just 
in timet M 

Dr, Dud whirled and discharged the blunder- 
buss by flicking his Sic on the fuse. In the 
resultant smoke, noise, and confusion, Rodlle 
Dudright simply walked out of the secret under- 
ground laboratory . He saw several available 
<scit6, all of them apparently the underside of 
damp rocks s Taking one at random, he found him- 
self in an enchanted forest on the other side of 
town. 

It was just one of those days. There was a 
lake nearby just swarming with svans wearing tu« 
t^js and ballet slippers. On the snore was a 
barbeque pit where Katschei the Deathless was 
roasting one of the swains, A hunting party lad 
by Prince Charming galloped through the glen, 
hot on the trail of a rather oversize toad which 
was screaming, "Kiss me f kiss met" at the top of 
its air-sac, 

O-0-Dud stumbled over a sleeping dragon and 
••las challenged to a duel, Wounded in the pinkie 
It fled in abject terror (well, what do you ex- 
pect of a dragon named. Custard?) „ A drop of Its 
blood fell on Rodlle' s ear, which ^eant he could 
now listen to the birds and the bees discuss the 
.iSual round of no-noes, A raven swooped down 
and said, "You need to find Roberto Sacco," 

"Where?" asked O-0-Dud, 

"Where else? At the 

Next j Chapter V, Casino Dudde, 
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RETREATS 



Both in Diplomacy variants and in the regu- 
lar game, retreats of dislodged units have 
caused problems for gamesmasters and rule writ- 
ers alike, GMs need a method of conducting re- 
treats with a minimum of delay and GM interfer- 
ence, while variant designers (and^ in the past, 
some regular" game GMs) wish to devise more real- 
istic or more playable retreat rules. 

Host of the CM problems were solved by the 
publication of xhe 1971 revision of the rule- 
book. Previously, some GMs had annihilated 
units which did not receive retreat orders „ 
while others retreated such units according to a 
■system such as Just's "Right Hand Rule" or Mc- 
Ca 1 lum 9 s "Nape leon & s Re treat f ro m Mc s co w Rule f " p 
or ax cording to whatever looked best- A few GMs 
did not give players the opportunity to order 
retreats, or required prophetic retreats with 
orders for spring and fall moves* The former 
■was unfair to the players 9 while the latter re- 
quired a large amount of work 



;o^er ail 



the 



possible retreats that might occur. The new 
rule'foook requires a GM to eliminate retreating 
units which do not receive valid retreat orders 
Just's and. Mc->,lluin*s Rulas deserve expla- 
nation , Silo Just ruled that a unit which does 
not receive a vaHd retreat order is retreated 
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by the GM using the following criteria* (1) 
space nearest to the space from which the at- 
tacker moved to dislodge the unit and (2) right 
before left. Thus if a unit in English Channel 
is dislodged by a unit moving from North Sea f 
the first space considered for retreat is Bel- 
gium, then London, Picardy, Wales, etc 9 if Bel- 
gium is occupied or was the site of a standoff, 
then the unit retreats to London. 

John KcCallum's rule is much like Just's, 
except that criterion 1 is that the unit entered 
the space it is dislodged from, For example p if 
a player moves A Ven-Tri, and this unit is later 
dislodged from Trieste, .spaces are considered in 
this order? Venice, Tyrolia, Adriatic , Vienna, 
Albania, Budapest t Serbia, Note that Adriatic 
is considered a /en though it is a sea space — it 
is not skipped „ 

Some GMs and many variant designers object 
to the "fast retreat home . M The new rules have 
sanctioned this tactic of permitting a retreat- 
ing unit to retreat "off the board/ 5 which was 
formerly possible only when no retreat space was 
ope - , or rfher. no retreat orders were received 
anc -one treated -such units as being in civil 
di^-crJei: , 'ir-y should a player be able xo remove 
a retreating nr.il t in this manner , allowing h? ^ 
to 'build a unit at one of his no me centers -which 
migh : :> be much .;;ore valuable to him because it is 
of a different, fcvpe or closer to an 1 mpcrtant 
front? If treating unit >:.m ce remove;! ^ why 
not any other? 

A number of solutions have 'been presented 
to eliraina te -che "fast retreat/ 1 Don filler did 
not allow the usual build for a retreating unit 
anion was eliminated until a full g*me yea.r had 
passed, The "You Only Live Once" rule left a 
player permanently one unit short for sach anni- 
hilated unit, just s s and McCaiium's Rules both 
prevented retreats off the boards a "fast re- 
treat" could be engineered only if no legal re- 
treat space was open to a retreating unit, 
3ometi:aos a GM retreated a unit himself, None 
of Uiese methods are permitted by the 19?1 rules 
but they are used in Diplomacy variants. 

Vacant designers nave experimented with 
other retreat rules as well. For example, one 
.rule permits disbandment of any unit in any sea- 
son 9 whether it is dislodged or not. Another 
specifies creation of a new space when a re- 
treating unit would normally be annihilated for 
lack of an available retreat space. This new 
space exists above and is connected to the space 
from which the unit was retreated. It is not 
connected bo any other space. 

While it is unlikely that the retreat rules 
for regular Diplomacy will ever be changed, var- 
iant designers continue to experiment with real- 
istic and unorthodox retreat rules, 
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BREAKING STALEMATE LINES 



While a great deal has teen written on the 
topic of creating and maintaining stalemate 
lines, relatively little has been published 
about breaking them, though of course this is of 
importance for those of us who find ourselves on 
the winning side once in a while. 

Diplomatically, the most important thing is 
to sow dissension among the ranks. It has teen 
said that when a group of .Democrats ^ants to 
form a firing squad, the first thing they do is 
to form a circle. The same is often the case of 
a group of players trying to form a stalemate 
line. There is always someone dissatisfied with 
his position in the scheme of things, someone 
worried (perhaps justifiably so) about the vul- 
nerability of his position, some budding Napo- 
leon who simply cannot resist the temptation of 
all those lightly defended supply centers, some- 
one who suddenly decides that now is the time to 
settle his grudge with player X over 19?U)I « 
These people axe asking to be exploited and you 
should not hesitate to cbiidge them* Promise 
them the moon (or, at ixiy rate, a two-way draw) 
—-but don' t mo ve your fleets too far away from 
the Ionian, 

Now to be fair, it is not always that easy 
to break down the opposition, Smaller alliances 
make for more stable lines and if the alliance 
aver gets down to an alliances of one, well 
Uien, your work is cut out for you, isn't it 
now? The thing to do is find the ireak link and 
then to work on that link, The less- experienced 
player is usually your bast 'bet? ha siay not yet 
have acquired the necessary cynicism and incre- 
duli ty which come only after having been shafted 
a fsw times. Better yet, he may still have some 
quaint ideas about loyalty and Honoring agree- 
ments and may be amenable to "revenging" himself 
on an ex-enemy who had the audacity to attack 
him earlier In the game , 

Tactically speaking, the task is -simpler. 
Once the break comes, the first objective should 
be to make sure that Humpty Dumpty will never be 
put together again, Taking specific supply cen- 
ters should, in the early stages, be a aeans to 
an end, not an end in itself. For instance, in 
a typical eastern stalemate running through Ita- 
ly, the critical space is the Ionian i once it 
falls, the rest will usually follow. The corre- 
sponding space for a western stalemate through 
Iberia Is the Mid-Atlantic . Consequently, if 
say you have a choice between dislodging a weak 
?nemy army in Rome or crashing your way into the 
Ionian, in most cases you should choose the lat- 
ter. This does not mean of course that you 
should follow up your move into the Ionian with 
a single fleet attack against a triply- supported 
army Smyrna; the idea is to make solid growth 
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for the most part, so that yours will be the last 
conquest of those areas you do take, not merely 
one of a continuing series. 

Once the line is broken for once and for 
all (and sometimes even before), the idea is to 
put the pressure on and keep it en* Casually 
waiting for your units to be in optimum position 
before moving is not the way to win Diplomacy 
games. Bather keep pushing and wait for some- 
thing to break. Sometimes players become de- 
featist prematurely j be prepared to take full 
advantage of that NMR, An Indifferent defense 
will often crumble in the face of a determined 
attack. Lack of coordination among your oppo- 
nents can provide unexpected opportunities (l 
thought you were going to support It) , 

Finally, just keep in mind your objective ; 
you are not after a gentleman's draw— sheer 
greed propels you into demanding and taking it 
all for yourself. Be prepared to act according- 
ly. 



SlAHLGRDs an inter- 
stellar game of the fu- 
ture. This is a grand- 
tactical space game for 
two or more players. 
Build a space fleet and. 
then conquer the galaxy. 
Twenty different classes 
of ships to choose from, 
ranging from '* cutter" to 
"star base," play face to face or by mail. 
Highly rated in S&T -magazine , Game with 
maps, & charts for 4 players— $5. Game with 
extra maps & charts for k additional players 
—$7.50, Postpaid. 

IMPERIALISM i a game of fleet & 
armies, of colonization and ex- 
ploration, of pirates, storms, 
and sudden changes of fortune 8 
Simulates the age of sail when 
heros discovered new worlds and 
exploited them for the benefit 
of the homeland. For '} io Q 
players , this game is one you 
can probably get your no n- war- 
gaming friends to play. Received a 3ood re- 
view from Sid Sackson in S&T #46, Includes 
a plastic- laminated board , die- cut counters, 
and a die, $9.50 postpaid. 

Flying Buffalo Inc. provides moderating 
services for other multi-player play-by-mail 
games. Six different -games available, hun- 
dreds of opponents, Write for snore details,, 
Box I/467, Scottsdale, A2! 85252. 
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YOUR OPPONENTS' PLANS 



There is a 6^9,739 to 1 chance of getting a 
Royal Flush in straight poker. You have 1 
chance in 582 at 9 consecutive wins with dice. 
And 99 out of 100 times Turkey will move A Gon- 
Bul, and the one time he doesn't, he missed his 
moves. Yes, this article "brings you the odds, 
the chances, the likelihood of what your oppo- 
nent will do! What are the most common moves? 
As Russia, you are wondering whether England 
will move Liverpool to Yorkshire or Edinburgh— 
which move is most likely? 

These are the questions (among others which 
you must be asking, like when am I gGing to get 
to the damn facts! ) f and I have the answers e 



MARK WEI DMAR K 

No, ten Lakofka or Eric Verheiden couldn't tell 
you that there is only a mere 2% chance of Italy 
moving; A Ven H f A Rom-Tus, F Nap-Tyr. No, Edi 
Birsan couldn't tell you that the Lepanto Open- 
ing is used only 12% of the time, and out of the 
12$, Wo of the time Italy attacks Austria or 
France as well! No, Richard Walkerdine couldn 8 t 
tell 5f 0 u that of Conrad von Me take's press 
releases are copied from Sonny & Cher albums. 
No, none of this has ever been revealed before, 

Sc p now I present, while other writers have 
told you what to do, in 10,000,001 words or 
more, the most common moves? 



AUSTRIA! 


A 


Vie-Tri, 


A 


Bud-Ser, 


F 


Tri-Alb 




-2k% 


chance 




A 


Vie-Bud, 


A 


Eud-Ser, 


F 


Tri-Aib 




~2^% 


chance 




A 


Vie-Gal, 


A 


Bud-Ser, 


F 


Tri-Alb 




■~2Q7o 


chance 


ENGLAND j 


F 


Lon-Nth s 


F 


Edi-Nvg , 


A 


Liv-Yor 




-36^ 


chance 




F 


Lon-Nth, 


F 


Edi-Nwg, 


A 


Liv-Edi 




-32fo 


chance 




F 


Lon-Eng , 


F 


Edi -Nth, 


A 


Liv-Yor 




-16# 


chance 


FRANCE s 


F 


Ere -Mid, 


A 


Par-Bur, 


A 


Mar S A 


Far-Bur 


-26% 


chance 




F 


Bre-Mid, 


A 


Par- Bur, 


A 


Mar --Spa 




-16% 


chance 




F 


ire- Mid, 


A 


Par-Pic , 


A 


Mar -Spa 




-12^ 


chance 


GERMANY s 


F 


Kie-Den, 


A 


Ser-Kie, 


A 


Mun-Ruh 






chance 




F 


Kie-Hol, 


A 


Ber-Kie , 


A 


I^un-Bur 




-20% 


chance 




F 


Kie-Hol, 


A 


Ber-Kie, 


A 


Mun-Huh 




-20$ 


chance 


ITALY, 8 


F 


Nap-Ion, 


A 


Rom- Ven, 


A 


Yen-Tyr 




-3QS* 


chance 




F 


Nap-Ion , 


A 


Rom- Yen, 


A 


V en-Tri 




-16% 


chance 




F 


Nap-Ion. 


A 


Rem- Ven, 


A 


Yen -Pie 




-12% 


chance 


RUSSIA i 


A 


War-Gal, 


A 


Mos-Ufcr, 


F 


Sev-Ela, 


F :Vc?~;k>t 


-26% 


chance 




A 


War-Ukr, 


A 


Mos-Sev , 


F 


3ev--Bla, 


F StP-5ot 


- 33S 


chance 




A 


War-Gal, 


A 


Mos-Ukr, 


F 


Sev K 9 


F S+JP-Bot 


- m 


chance 


TURKEY i 


A 


Con-Bul,. 


A 


S my- Arm, 


F 


Ank-£ia 




■~k2% 


chance 




A 


Ccn-Bul, 


A 


Smy-Con, 


F 


Ank-Bla 




- Jt~/v 


chance 




A 


Gon-Bul, 


A 


Smy K, 


F 


Ank-Coa 




-12% 


chance 



The -Amen' can war gaming Association 
4 National War gaming Hobby Club 



ver 



all. Drancne; 



che hobDV: 



TO 
$5 



Boardgaming , Diplomacy .. Dungeons& 
Drag ond , and Mini at ores 
^M onthl y o f f se c n ewsletter : ( THE 
AMERICAN WARGAMER) with war gaming 
news , convention announcements , 

g am e r e views , a n d MORE 

■■- R e g i on. a 1 , Local, and s pec 1 a L i n - 

r.erest groups. 
'Game Design Bureau f Games Rules 
Interpretation Service, aids in 
finding opponents, Game Discounts 
JOIN: Send check or money order f 
.00 to George Phillies, 910 Tenth 



or 
St 



Apt. B, Santa Monica, CA 90403, 



Some things are readily visible which 
otherwise would not have been so obvious before,, 
I needn't point them all out; I believe you are 
fully capable of this simple task a ^ if I did 
discuss them, I'd only be at fault for following 
those people 1 3 ve criticized t talking endless ly 
on about the obvious. 

The only thing lacking in the above display 
is that it doesn't give you the full picture, 
fete all know Italy doesn't move F Nap-Ion all the 
ti.die, so how often does he actually? A Bud-Ser 
isn't 100$ sure. Although the second most com- 
.;ion German move includes A Mun-Eur, the whole 
iaove is at .20$. A Mun-Bur alone has a 2'&% 
chance. The French A Mar S A Par-Bur has a full 
chance. 

One cf the most startling things, which 
cannot be revealed in charts, but which I dis- 
covered in aiy research, was that whenever Munich 
moved to Burgundy p Prance neve r supported Paris 
in (in a total of 50 games, listed at the end). 
This would reveal that Germany almost almost 
lies to France when suggesting a pact, and 
agreeing to one, If Germany didn't have a pact 
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with France, and. if France didn't have a pact 
with Germany, he'd probably use the support,, Ah 
well, take what you will from these deadly lit- 
tle statistics — on with the rest of the ml 



AUSTRIA 


Tri 


bud 


Vie 


Trieste 




2 


j£,0 


Budapest 






PR 


Vienna 








Adriatic 








Albania 


OO 






Pohemia 






c 

O 


Galicia 




■4- 


J2 


Rumania 




4 




Serbia 




90 




Tyrolia 






/ 
0 


Venice 


10 






Holds 






2 


ENGLAND 


Ijo n 


ECt.1 


Liv 


Edinburgh 


n Q 
ZO 






English Channel 






North Sea 


72 


26 




Norwegian Sea 




74 


10 


M a. J_C 0 






York 






52 


Hold 






6 


ITPA MPS 1 


Sre 


Par 


Mar 


Burgundy 






6 


uascony 




12 












Picardy 


if. 


22 


52 


Spain 






Supports 




s 


30 


Holds 


2 


0 




English Channel 


22 






Piedmont 






6 


TURKEY 


Gon 


3my 


Ank 


Ankara 




8 




Armenia 




44 




Constantinople 




36 


20 


black Sea 






76 


Bulgaria 


100 




4 


Holds 




12 



The following charts reveal the total 
chance of a move. Line them up as you would a 
road map milage chart to reveal the percentage 
chance of such a move occurring in Spring 1901, 



GERMANY 

Munich 

Burgundy 

Denmark 

Holland 

Kiel 

Ruhr 

Silesia 

Tyrolia 

Supports 

Holds 



ITALY 

Apulia 

Ionian Sea 

Naples 

Piedmont 

Trieste 

Tuscany 

Tyrhennian 

Tyrolia 

Venice 

Holds 



RUSSIA 

Armenia 

Black Sea 

Gulf of Bothnia 

Fin "Land 

Galicia 

Livonia 

Rumania 

Sevastopol 

Silesia 

St, Petersburg 

tJkraina 

Warsaw 

Holds 



Mun 

28 



06 
2 



Ven 



24 
22 



40 
12 



StP 



£er 
2 



Rom 

14 



12 



64 

8 



Mos 



2'+ 

26 
42 
6 
o 



Kii 



58 
42 



Nap 

86 



14 



War 



56 
6 



10 



iiev 
2 
48 



36 



14 



I will allow you to decipher these facts in 
your own way. Although these odds are accurate, 
this is not poker or dice. In Diplomacy we have 
a cpecial jnethod of influencing the odds , , .It/ s 
available In poker and dice , but not as easily 
used. That method 1 GHBaTINCJ 

Don't cheat by breaking the rules, but you 
have the influence to change the odds by corre- 
spondence , , .you can see that Germany dees it 
when he wants into Burgundy. , .Italy does when he 
wan ts i n to Tri este, 

These odds are meant simply for interest's 
v-ike or to 'be used when circumstances warren t. 
t'Like you're playing in a game GHed by Charles 
Peinsel and you have absolutely no time for ne- 
gotiation because the deadline was yesterday t 



this happened to me and I'm at 7 units In 1907, 
Or a neighbor Insists on remaining neutral — 
vhat will he do?) 

Finally, I have one last statistic which I 
am sure will save many a player from destruc- 
tions Conrad von Metske will stab you 96. 3# °f 
the time. 

This article may not be reprinted without 
prior permission of the author,. Copyright 1973. 
The games ! ised in researching this article are 
as follows; 1971A, DE, 3Q t BP, DT, DY, EJf 
1972B, J t Q, Y, AG, AH, AS, AU, AY, AZ, bG, EI, 
EU, BW, CD, CJ, GK, DD, FT, DO, 3D, KM, EC, Fh t 
F0, FS, FU| 1973B, D, Q, R, At, AG, AE, AG, AH, 
AK, AV, AW, IE; BAS M E t " GRAFETI FTF I & 2. 
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VARIANT 

INFORMATION 



The only news item I have this time con- 
cerns the World Variant Eank, Walter Luc Haas, 
Postfach 7, CH-4024 Basel 24, Switzerland, is 
director of the European branch, and Dave Kadle- 
cke, Box 802, U, of Santa Clara, Santa Clara, GA 
95053, is director of the North American branch. 

Walter informs me that a decision has been 
made about the primary purpose of the Variant 
Bank and he requests cooperation from all people 
interested in variants. The WVB will be an ar- 
chive/historical depository for "all" variants f 
so that none will be completely lost over the 
years, even though they are pushed aside by new- 
er designs. Variants not readily available 
elsewhere will be aval liable in xerox form from 
the WVB. Halter asks that each variant publish- 
er send at least one clear xeroxable copy of 
each variant he publishes—and preferrably two 
or three-™ to one or both branches of the WVB« 
At the same time he would like permission to 
xerox copies, either flat out or conditional 
(say, "may not be xeroxed until January 1, 1977" 
or "may not be xeroxed for distribution in North 
America/* so that remaining -stacks of the print- 
ed version can be sold first) 3 Even if you 
don't want the variant xeroxed p the WVB would 
still like to have it for the archives , 

Walter hopes that this process will become 
automatic and hobby- wide, just as the process of 
asking for a Boardraan Number is automatic. It 
is extremely difficult to keep track of all vari- 
ants , and to write to publishers to obtain 
copies and reprint permission, and Walter does 
not think "Dave and he can manage to write each 
person each time* I*ve had the same problem 
with the Variant Description column; while some 
people (for example, John Leader) axe very coop- 
erative, others won't bother to reply even when 
sent money for some variant e It is in the in- 
terest of the designer to see that his variant 
is in the WVB, if only 'to gain greater and long- 
er lasting exposure of his work, 

A great many variants are available from 
individual publishers, each having copies of one 
or two games . There are several sources which 
can supply many variants, however, The most 
convenient and physically most presentable of 
these are the Variant Packages, which are print- 
ed photo-offset and mailed in a heavy envelope. 
They also include introductory material and sep- 
arate rules for simple variants, as well as the 
usual rules and maps for more extensive variants. 
At present there are two, though I suppose the 
first may not be available much longer 3 

MGA Variant Package, $1,75 from Paul Wood, 
24613 Harmon Court, St. Glair Shores, MI 48080. 

Science Fiction and Fantasy Variant Pack- 
age, $2.25 from Lewis Pulsipher, Box 1021, Grad- 
uate Center, Durham, NC 27706 . 



by LEW PULSIPHER 

Another major source for variants are the 
variant banks. Most variants available from 
these sources are photocopies of mimeoed or 
■dittoed versions. The addresses for the World 
Variant Bank branches are above, I do not know 
whether an availability .'List for the North Amer- 
ican branch is in print or not. There is also a 
variant bank of sorts in Great Britain, run by 
Will Haven, In keeping with what appears to be 
Dtf policy, and is certainly my policy, I will 
not mention this bank again, at least not favor- 
ably because variants are photocopied and dis- 
tributed for a price greater than costs without 
any attempt on the part of the bank director to 
obtain copying permission from the designers. 
This is wrong morally, and probably traditional- 
ly within the hobby if that matters, even if it 
is not illegal, A designer can have perfectly 
good reasons for not wishing one or another of 
his variants to be distributed, and he should 
not have to chase down people in order to make 
sure his wishes are followed. For an example of 
how problems can arise from reprinting without 
permission p see my column in DW I t 5, p. 21, 

Several zines often print variants 1 

Urf Durfal, 8/$2 from Greg Gostikyan, 1675 
York Ave/, NY, NY 10028, prints variants in al- 
most every issue, though physical and sometimes 
game quality is often indifferent. 

The Pocket Armenian , 8/$2 (9/$2 IDA) from 
Scott Rosenberg, l82^3T*Hadnor Hd„ , Jamaica, NY 
11432, often prints variants, sometimes jokes 
rather than serious games. 

Many other sines print variants on occasion, 
and these are described, when I can obtain them, 
in the Variant Description section. 

Finally, X have many variants "ay many de- 
signers, which were originally printed in Blood 
and Iron , Among these are KTBQRIAN AGE I, I77&* 
ANGIO-SAXQMACY, oER OPT I, INTERSTELLAR DIPLO- 
MACY III, and others. Figure 20£ each (third 
class mail) and let me know what your interests 
are , Address above * 

There is still time to enter the Interna- 
tional Variant Design Competition, See the pre- 
ceding issue for details, Dick Vedder has of- 
fered to help judge, and in cases where I am not 
sure, fee will be available to break ties. 

By the way, Dick needs stand bys for DOWN- 
FALL.,*, JIHAD II, and DIADOCHI IV in his sine 
Quo '/adis , Write % Department of History, Uni- 
versity of Arizona, Tucson, AZ 8.5721. 

((The three paragraphs following were sub- 
mitted by Robert Sacks,)) 

The DVG is in the process of creating an in- 
surance program for certifiably playable vari- 
ants as part of the Variant Orphan Rescue Ser- 
vice headed by Raymond Heuer (102-42 Jamaica 
Ave., Richmond Hill, NY 11418). Contact Ray ifi 
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1. You know of a variant orphan, 

2. You are willing to be a substitute 
player, gamesmaster, or publisher for a variant 
orphan (please specify any restrictions), 

3. You could serve as British/European 
head of the Variant Orphan Rescue Service, 

^. You would te able to examine variants 
to determine playability and appropriate pre- 
miums and insurance. 

Persons interested in serving on the Com- 
mittee to Recategorise the Miller Numbers should 
apply to Hartley Patterson (Finches r 7 Cambridge 
Rd f> Beaconsfield, Eucks HP9 1HW, UK); persons 
interested in serving as Executive Officer of 



that Committee should contact Robert Sacks (4861 
Broadway, New York, NY 100 3*0 . 

The DVC is now electing the Awards Panel 
for 1975. Nominations for awards in the cate- 
gories listed below (with appropriate documenta- 
tion, please) should be sent to Robert Sacks 
pending the appointment of a Secretary to the 
Panel. The categories arei 

1, Outstanding Publication (exclusively or 
in major part) for Variants, 

2, Outstanding Variant Games mas ter, 

3, Outstanding Variant Design, 

4, Outstanding Article on Variants, 

5, General Contribution to Variants. 



VARIANT DESCRIPTION 



Rod Zaccalini, 23 Toluca Estates, North 
Hollywood, CA 91602, has reprinted my GLOBAL 
VARIANT in The Diplomacy Baron #1(25*0* This is 
a good xerox of the map from DW, with rules re- 
typed, I've noticed that I made an error in the 
rules, A fleet may not occupy Hudson, but one 
may occupy Yukon along the south. Rod also made 
a xerox blow-up of the map, on six letter- si se 
sheets, and was selling these for 75#. The one 
I received was hand- traced in blue, and on one 
sheet of paper, though I'm not sure if they're 
all in this format, 

John Leeder, 208 Haysboro Cres. £W P Cal- 
vary, Alb., Canada T2V 3G3# has issued a second 
edition of GESTA BANC RUM I, FLINTLOCK II, and 
the BAWTINHIMER EIGHT- FIAYEB VARIANT , described 
earlier. Another variant from John is the RUIN- 
STONED VARIANT . This is a revival of a joke 
originally printed in a fake issue of Runes tone . 
The board is a $X$ square grid, with each square 
a center occupied by an army a one per player. 

Another variant from John, designed by Mike 
Dominskyj, is FINANCIAL DIPLOMACY, This is pri- 
marily a bourse, but there are some rules gov- 
erning costs of units and income from centers ft 
The value of the currency a player gains fx*ora a 
center depends on Its value in the bourse-market 
(bourse-players separate from Diplomacy-players) a 

The second edition of the COLON! A variant 
Is available for 25?! from Ben Grossman, 29 5. 
9th St., NY, NY 10003. This Is the game with 
the huge map and something like 150 centers, 

GRAND TOURNAMENT DIPLOMACY by Drew McGee 
was printed in the first issue of Rebus Sic 
Stantibus, available for 25^, I think, 63~¥ inter 
Ave 9| Staten Island, NY 10301 (you might add, 
"In care of New England Society of Cynics") „ 
This Is a standard- board game using standard 
rules except for those rules governing who plays 
which countries and who orders what .units, In 
some respects it resembles 3 L0 BBC VI A in that it 
is, apparently, difficult to bring the game to a 
conclusion because no one person can maintain 
command of a really large number of units $ but It 
is In a more serious vein than SLOB. 
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Twenty- two players (one per unit) are re- 
quired at start, and more can be added as play 
goes on and as others drop out. There are three 
types of countries, kingdom, grandduchy, and 
principality. In a country which can build (not 
all can) , the leader may control only one unit 
and must assign the remainder to other players. 
Players may order units to defect or to form new 
countries, or they may begin a revolt ilt an ef- 
fort to elect a new king. Leaders also have 
powers to appoint new unit commanders . New 
countries become kingdoms when recognised by 
other countries or by the pope (referee). 

It holds together well, and the rules are 
not complicated though they are long (kj pages) „ 
I would like to have printed this in the XM col- 
umns, but when I saw an earlier version, it was 
too long, especially considering how few people 
can get 22 players together for a game I Pro bah- 



^jP^H? Mamies j 

GAMES WORKSHOP, founded in early 1975 by a 
small group of games enthusiasts, offers 
games players: 

//^^' 4 --C'\ Our monthly newsletter (12 pages, 
,Y ow j \\ litho) reviews new games and 
(I and II features news/articles on devel- 
weasel £J opments in the games scene. 

' x > 7 ~,._ ..^ f/ 15P + postage per is sue » 

GAMES ^ e can supply all British games, 
produce a ran^e of classical games hand-made 
in wood and are UK distributors of TSR prod- 
ucts including Dungeons and Dragons «, 

INTERESTED? For further details and a free 
copy of O&W, please send 3 International 
Reply Coupons to: GAMES WORKSHOP , 
15 Bolingbroke Rd, London W.14» England , 



ly the ideal way to play this would be "by phone, 
with one move a week. There is one postal game 
forming in REBUS... 

THE MAYA, by John Boyer, is a simple but 
imaginative variant based on the religiously- 
oriented Maya civilization of Central America. 
The four- page map is jungle with paths connect- 
ing cities , with only one sea-space for movement 
along the coast. There are no fleets. There is 
an additional unit type, the temple, which can- 
not move and which adds to defense. Most impor- 
tant, the victory condition depends on temples 
rather than armies or centers owned. There are 
eight players, each beginning with one center, 
and builds occur after only one movement season. 
There are 43 centers, but only 15 temples are 
needed for victory. Since temples contribute 
much less to combat strength than armies, play- 

VARI ANT 

Fred Davis sent the following letter ((my 
comments in double parentheses)). 

"About your '1938* variant, I find it in- 
teresting but there is one historical error. 
The Russian province of *St, Petersburg 0 should 
be called "Leningrad. " ((Sigh, That*s what I get 
for doing '1938 s and •1789' at the same time.)) 

"If I were designing a 1938 novice variant, 
I'd make one significant change, While I agree 
that the Russian A should start out in the Ural 
province, to represent Russia's initial weakness 
in the game, I would make the actual SC in Mos - 
cow for all future builds. I'd also specify 
that the A's in Poland, Spain, etc, can be sup- 
ported in place by other units, ((One could 
defend Ural rather than Moscow as the SC since 
Russia was moving much of its industry into the 
Urals. But the reason for choosing Ural over 
Moscow was play- balance, without regard for 
realism. The second comment is puzzling. So 
far as I know, it has always been possible for a 
player to support a unit in civil disorder— cer- 
tainly it is in I93S, I*ve seen it done many 
times in many games , standard and varaint,)) 

"If I Mere going tc do the variant pos tally 
for experienced players, I would add a couple 
more ideas* 

"1, I B d complete the south coast of the 
Med with a new province between Tunis and Middle 
East, I'd call this Egypt, and make it a Bri- 
tish home SC. with a fleet in it at the start. 
However, I'd have a * Chamberlain f rule that this 
unit could not move in Spring 1938* 

w 2. I'd add one more neutral SC in Central 
Europe. I think I'd make this Czechoslovakia, 
and have a standing array in it (the Czechs had a 
very good army in 193-8) . This would result in a 
■total of 31 centers. 

"I might also provide an optional rule that 
would permit a 6th power to play. This player 
would be called the 'Cordon Sanitaire* power, 
and would consist of Poland, Czechoslovakia, Ro- 



ers must choose between approaching closer to 
victory and gaining combat power. All cities 
are centers, so there is not much room for ma- 
neuvering about. This is certainly worth look- 
ing into. You can get it from John at 117 Gar- 
land Dr., Carlisle, PA 17013 for 250, I think, 

Charles Reinsel's WO RID WAR III variant was 
printed in Command #1, 34# (apparently) from 
Dennis Agosta, 900 L Foxildge, Blacksburg, YA 
2^060. There is a one-page map adding part of 
the western hemisphere to the standard DIP 
board. Each player receives two atomic weapons 
as well as an anti-missile capability, the 
atomics wiping out a space for the duration of 
the game (making another Switzerland) , Range 
of the weapons is unlimited, but each may be 
used only once. 



DESIGN 

mania, and Hungary, with an A in each of the 
first three spaces, 

"You could also have an 'Active Neutrals* 
variant, with some of the neutrals having a real 
player, I'd say that Poland and Turkey would be 
the most important to have a player, but there 
is no logical reason why all of the other minor 
states which are SC's (including Czechoslovakia) 
could not be played/ 1 



BASEBALL DIPLOMACY 

"by Lewis Pulsipher 

This game first appeared, in slightly dif- 
ferent form, in Blood and Iron #25, 24 August 
1973 » Its origin is somewhat unusual. I was 
talking with a friend on the phone about possi- 
ble subjects for variants. Jokingly, he sug- 
gested several sports, including baseball, and 
taking him up on it, I devised the following 
variant on the spot, 

1. 1971 "Diplomacy rules are used except as 
follows , 

2. There is one "inning" per player. Thus 
KIDDIE EARTH VII played baseball style has five 
innings, standard Dip has seven, etc, 

3. Each inning consists of three move 
seasons, spring, summer, and fall, rather than 
the usual two, 

is r. At the beginning of each Inning, play- 
ers switch countries so that at the end of the 
game each has played each country once, 

5. Each player's score in each inning is 
the number of units he has after builds, 
(Builds are automatically made in a winter sea- 
son, so there is no need to write them down, but 
just capturing a center lis not sufficient — there 
must be room in which to build a unit for that 
center in order for the score to count. Thus, 
the maximum score in a standard BASEBALL game is 
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44. 

6. The winner is the player with the high- 
est score at the end of the allotted number of 
innings. If there is a tie, then the game is a 
drax among those who tie — extra innings would "be 
unfair, depending almost entirely on who drew 
what country. 

The extra move season is included to give 
the play more opportunities to develop ( but it 
could "be played with the usual game- year of two 
seasons. The game ought to be fairly well bal- 
anced overall, though Austria and Germany will 
probably be dumped on consistently in each inn- 
ing. An advantage of this variant is the time 
limit; it would last the equivalent of seven 
game-years in postal play, since there is no 
need to report a winter adjustment period. The 
game may help novices becoae familiar with some 
possible openings, as well. It also gives play- 
ers the opportunity to develop defensive skills, 
something that usually occurs only when one is 
losing (and consequently not enjoying it) . 

Peter Aronson says somewhat apologetically 
that the following variant is his least original 
since he merely put together several common var- 
iant rules to arrive at it. Nonetheless 9 there 
is originality in putting together old elements 
in a new way, and this game ought to be worth 

WAR OF THE RING copyrigh " 

1. The 1971 rules of DIPLOMACY are used ex- 
cept as to L lows. 

2. The Basic Rules apply for each scenario/ 
version in addition to the special rules pro- 
vided with each. 

3. TOWERS 

a. Towers are indicated by a circle contain- 
ing a dot: Minas Tirith, Barad-Dur, Erebor, Mt . 
Gundabad, Isengard. Rivendell, and Umbar. They 
are normal supply centers as well as Towers. 

b. A Tower has a strength in defense equal to 
one unit (A or F) ; it may only defend against 
attack, not give support. 

c. A Tower occupied by a unit adds one to the 
strength of that unit; this is true even if the 
unit is ordered to move, as long as the move 
rails . 

d. A unit entering a Tower owned by its play- 
er adds the Tower's strength of one to its move- 
ment . 

e. An unoccupied Tower still has a defense 
strength of one. and it may be supported by ether 
units . 

f . Of course, a Tower does not resist a move 
by the player who owns it. 

g. A Tower is never* destroyed. 

h. A single attack of strength one against a 
Tower does not affect a support order of a unit 
in the Tower. Any additional strength in the 
.attack contributes to cutting the occupying 
un it's supp ort , however . 

4. DOUBLE AND TRIPLE UNITS 

19 



trying sometime when you desire a change from 
the old standard, especially since the rules are 
easy to learn, 

FLUID DIPLOMACY 

by Peter Aronson 

1, The 1971 rules of Diplomacy are used 
except where noted, 

2, Before Spring 1901, a Winter 1900 build 
turn occurs j players may start with any arrange- 
ment of units they are capable of building, 

3, The last player to occupy a supply cen- 
ter in any season is its owner, 

Ah A player may build in any center he 
owns, not just in his home centers. 

5. During any winter turn a player my 
change any of his armies that are on supply can- 
ters into fleets and any fleets that are on sup- 
ply centers into armies, 

6. Any two of a player's units may ex- 
change places by moving through each at her as if 
they were not there, provided the moves other- 
wise succeed as in standard play, (The abbrevi- 
ation * r X" indicates an exchange ; nove B ) 

7. Victor)'" criterion is 19 units on the 
board. 

1976 Lewis E. Pulsipher 
ic Rules 

a. A double or triple unit requires only one 
center for support, not two or three. 

b. Double and triple units may never be built. 

c. A double (triple) unit has a strength of 
two (three) normal units (A or F) . it may not 
split its support among separate units --all of 
its support must be to only one unit. An attack 
of strength one (one A or F) cuts one unit of 
any support the double or triple unit is 
giving Q$ or 1/3, respectively). 

d. A double or triple unit may move or support 
with the strength of a single (or double) unit. 
This is designated "DA(i) ,r or "TA(2)" and so on, 
and it acts for that order just as though it 
were, a unit of the strength designated. This 
permits a large unit to stand--orf a smaller in 
order to defend a third space, for example. 

e. A double or triple army may be convoyed 
by a single fleet. A double fleet may convoy 
only one army, not two. 

5. In each scenario/version, the centers a 
p I ay er * s units s t a r t in are h i s home centers. 

6. A fleet in a coastaL space may be ;:om/erted 
to an army in any move -seas on (spring or fall) 
unless it is attacked in that season. It may 

not move or support another unit in that season, 
though it may be supported. The form of the 
order is "F Enedwaith**A Enedwa Lth" . 

7. An army may be converted to a fleet in 
any move season if it is in a coastal supply 
center, unless it is attacked in that season. 
It may not move or support another unit in 
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that season, though it may be supported. The 
form of the order is "A Lefnui**F Lefnui". 

MAP -NOTE: Isengard is abbreviated "IGD" 
to differentiate it from Isen. The western 
edge of the board may be cut off in printing; 
note that the Western Sea covers the entire 
western edge of the board and is one space. 
Mountains, swamps, and forests have NO effect 
on movement; they are included for appearance 
only. 

STANDARD VERSION 

1. Players are: Foul creatures of the region 
of ANGMAR (light blue) - -DA Mithrin, A Carn Dum, 
A Mt . Gundabad. Free peoples of the region of 
ERIADOR (dark blue)- -DA Rivendell, A The Shire, 
F Grey Havens. Men of GONDOR and Rohan (white) - 
DA Minas Tirith, A Edoras , A Lebennin. Men of 
HA RAD (yellow) - -DA Sutherland, A Far Harad, F 
Umbar. Free peoples of the region of RHOVANION 
(green) --DA Erebor, A Esgaroth, A Woodland Realm. 
Foul creatures of SARUMAN (red)- -DA Moria, A 
Isengard, A Duniand. Foul creatures of SAURON 
in Mordor and Rhun (Black)- -DA Barad-Dur , A Rhun, 
A Lit hi ad, A South Rhun. 

2. Only Harad may have a double fleet. 

3. A player wins when he has 19 units on the 
board . 

4. Fangorn, Lorien, and Dol Guldur are 
defended by forces equal to three units each. 
This intrinsic defense may be supported by any 
player. A successful attack on one of these 
spaces requires a strength of four (attack plus 
supports), plus one for each support given to 
the space by another player. Once a player 
occupies the space, the intrinsic defense is 
permanently lost. 

5. Instead of game -years, turns are counted 
in game -months, beginning with July, Third Age 
3018. The first move is July I, comparable to 
spring, the second July II , comparable to fall, 
and this is followed by July adjustments, 
comparable to winter. 

Play with F ewer t han Seven s 
6 players: two alternatives 1) remove all 
Harad units; Harad supply centers and South 
Gondor do not have any supply value 2) remove 
all Eriador units; Eriador centers have no 
value. Victory criterion is 17 units on the 
board . 

5 players: Do both of the alternatives 
given for 6 players. Victory criterion is 15 
un i t s on the b oar d . 

4 players: two alternatives 1) one player 
takes Sauron, others take these pairs: Gondor/ 
\ ngmar , Rh ovan i on/ Saruman , Hara d/ Er ia dor 
2) one takes Harad, others take Eriadcr/Rhovan- 
i. on , Gondor/ Angmar , S aur on/ S aruman . 

3 players: two alternatives 1) one takes 
Sauron, others take Harad/ Saruman/ Angmar and 
Gondor/ Eriador/Rhovanion 2) Harad and South. 
Gondor are altered as for 6 players, and play- 
ers take Gondor/ Sauron. Angmar/ Rhovani on, and 
Eriador/ Saruman . 



TWO PLAYER "INTRODUCTORY" VERSION 
SAURON: TA Barad-Dur, DA Dol Guldur, DA Mt 
Gundabad, A's Far Harad, S Rhun, Rhun. Mithrin, 
Carn Dum, Moria, Isengard, F Umbar. Note that 
there is a unit in Dol Guldur but it is not a 
center . 

FREE PEOPLES: DA Edoras, DA Minas Tirith, 
DA Lorien, DA Rivendell, DA Grey Havens, A's 
West Emnet , Woodland Realm, Esgaroth, Iron 
Hi 1 1 s , Erebor , DA Lebennin . 

Lorien and Fangorn are impassable to Sauron. 
Earad-Dur and Dol Guldur are impassable to the 
Free Peoples. Sauron may build in Dol Guldur 
even though it is not a. center. Victory cri- 
terion Is 26 units of strength on the board 
(double units count two, triple three) . 

Alternative alignment: Free Peoples DA 
Lebennin becomes an A and there is no A Iron 
Hills. Sauron forces: TA Barad-Dur, DA Dol 
Guldur, A's Sutherland, Far Harad, S Rhun, 
Rhun, Mt Gundabad, Mithrin, Isengard, Duniand, 
F Umbar. 

SCENARIO: FIRST ATTACK ON ARNOR AND KIN STRIFE 
ELDACAR: Ithilien, West Emnet, Gladden, 

Wilder land, Esgaroth 

CASTAMIR: Lebennin, Poros, Minas Tirith, Umbar 
EA STERLINGS : Khand, S Rhun, Rhun, Araw 
ARNOR: Rivendell, The Shire, Grey Havens, 

Minhiriath 

ANGMAR: Forcdwaith, Gam Dum, High Pass, Mt 
Gundabad 

All units at start are armies. The center in 
Far Harad is without value. There Is an army in 
Araw but no center. Lorien and Moria are impass- 
able to all. There are no Towers, though the 
spaces formerly containing Towers are still 
supply centers. 

Rather than count time by years or months, 
count by 5 year groups beginning with Third 
Age 1420. Thus the first turn is 1420 I, the 
second 1420 II, followed by 1420 adjustments, 
then 1425 I, and so on. 

SCENARIO: ATTACKS OF THE WAINRIDERS 
ARTHEDAIN: Grey Havens, The Shire, Minhiriath 
ANGMAR: Forodwaith, Mt Gundabad, Carn Dum 
GONDOR: Esgaroth, Ithilien, Minas Tirith, 
Lebennin 

WAINRIDERS: Wilderland, Rhun, South Rhun, 
North Rhun 

HARAD: Far Harad, Sutherland (only two) 
Note there is no center in North Rhun . The 
centers in Erebor, Rivendell, and West Emnet are 
without value. Isengard, Hithaiglin, Barad-Dur, 
L i t h 1 a d , Nur n , and Lor 1 e n a r e imp a s s ab 1 e , On 1 y 
Minas Tirith is a Tower. All units at start are 
armies. Count by 5 year increments beginning 
with Third Age 1885. If you find Gondor too 
weak, add an army in West Emnet or Gladden. 

SCENARIO: c. THIRD AGE 2750 
DWARVES: Minhiriath, Erebor,, Iron Hills 
ORGS: Moria, High Pass, Mt Gundabad 
GONDOR; Ithilien, Lebennin, Edoras, West 
Emnet 
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HARAD: Far Harad, Sutherland, Fleet Umbar 
EASTERLXNGS: South Rhun, Wilder land, Rhun 
Grey Havens, Barad-Dur, Nurn, Lit hi ad, Lorien, 
and Dol Guldur are impassable. The centers in 
The Shire, Forodwaith, Carn Dum, Rivendell, and 
Ithilien are without value. There are no Towers, 
though former Tower spaces are still centers. 
All starting units (except Unbar) are armies. 
Count by 5 year increments beginning with 2750. 
"REALISTIC" SCENARIO 
G0ND0R- ROHAN: DA Minas Tirith, DA Edoras, 
A Lebennin, DA Fangorn 

HA RAD: DF Umbar, A Far Harad, A Sutherland 
RHOVANION: DA Lorien, A Erebor, A Iron Hills, 
DA Woodland Realm, A Esgaroth 

ERIADOR: DA Rivendell, A The Shire, A Grey 
Havens , Ring The Shire 

SAURON; TA Barad-Dur, Nazgul (N) Lithlad, DA 
Dol Guldur, A South Rhun, A Rhun, A Dunland, 
A Isengard, A Mt Gun dab ad, A Carn Dura, A Mithrin 

1. The DA starting in Fangorn may only move 
to Isengard, Wold, and West Emnet (and remember 
that normally a unit may only support into a 
space it may move to itself) . In addition, it 
may support action in Edoras. Also, this army 
needs no supply. 

2. DA Lorien may only move to Gladden and 
Dol Guldur. It may also support action In Wold 
and Mor la . 

3. Grey Havens, Lorien, and Dol Guldur are 
Towers, but Dol Guldur is not a supply center. 

4. The Nazgul is a special unit with the 
strength of one normal unit. It may move as 
a normal army, and it may support actions in 
spaces two spaces distant. (For example, N Nurn 
could support a unit in, or attack into, Poros 
just as a normal army, or it may support a unit 
in, or attack into, Lebennin.) 

5. Sauron is an ,r Evil" player, Harad a "Neu- 
trai" player, and Gondor, Rhovanion. and Eria- 
dor are "Good" players. Good players may not 
support units of any Evil player and vice v«rsa . 
A Neutral player may give support to, and be 
supported by, either good or bad players. 

6. The Ring unit begins in the Shire. It 
needs no supply center support. It may not 
move by itself, but it may be carried along by 
the army or fleet that begins Its move in the 
same space with the Ring. The form of the 
order is ! 'R Shire -Grey", and A (or DA, or N, 
or TA) Shire must also move to Grey. 

7. The Ring is invisible; only the last 
player to carry it knows where, it is. (If 
a unit "puts on" the Ring, Its location is 
known to all.) In in-person play, each move 
of the. Ring is written on a sheet of paper and 
placed in an envelope which no player may look 
in on pain of immediate expulsion from the game. 
At the end of the game the envelope, can be 
checked to be ;sure that there has been no cheat- 
ing . 

8. If the unit carrying the Ring is dislodged, 



it leaves the Ring behind when it retreats (and 
the former owner must let the new owner know 
that he has found the Ring) . 

9. The DA of a Neutral player may "put on" 
the Ring. This is a separate move that cannot 
be taken during adjustments. A unit putting on 
the Ring cannot move or support on that move, 
and if It is dislodged it leaves the Ring behind, 
When a Neutral player puts on the Ring, the play- 
er be.coir.es Evil . If he loses the Ring to another 
player, he is out of the game and all his units 
go into Civil Disorder. While he is wearing the 
Ring, Sauron' s TA becomes a DA and his DA 
become A. Also the Nazgul immediately comes 
under command of the player wearing the Ring. 

10. Sauron' s TA may put on the Ring; in this 
case Sauron immediately wins the game. Sauron f s 
DA may not put on the Ring. 

11. If the Ring is carried successfully into 
Barad-Dur by a player, all surviving Good players 
at least one -half as strong as the strongest Good 
player, plus the carrying player if he is Neutral, 
share in victory. (Of course, this Joes not 
apply if the carrier is Sauron) 

If a player wearing the Ring has 20 units on 
the board (not counting the Ring) , and the 
Sauron double army (originally a TA.) is 
destroyed, then the wearer wins the game. 

Any player except Sauron may win by gaining 
25 units on the board, not counting the Ring. 

MOTE: "Second place" is worthless. All 
players who do not win are equally losers, 
except Sauron, who always finishes last If he 
does not win. 

Alternative set-up: DWARVES have DA Erebor, 
A Iron Hills, A MInhiriath. Everything else 
is the same. Dwarves are Neutral. 

Two- player version: Harad is in civil dis- 
order. Sauron Is played by one player, 
Rhovanion/Eriador/ Gondor by the other. 

Comment: The preceding game owes many 
aspects to the various Middle Earth games 
already in print. My intention was to 
design a variant that would synthesize the 
better elements of the balanced and realistic 
types of Middle Earth variants. But balance 
is tlar more important than realism in DIPLO- 
MACY, as the standard game illustrates. I 
think I've been able to design a balanced 
game that is more realistic than earlier 
balanced versions. In order to give the real - 
Ism nuts their due, I have added a number of 
other versions chat are less balanced but 
more reminiscent of the trilogy. 

In the standard version, you may notice 
a strong analogy between the countries in 
the game and the countries in standard 
DIPLOMACY. The obvious one is Sauron as 
Russia. The analogy is far from perfect, 
however, so don't play with the idea that 
Sauron will play like Russia and so on. 
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The BROB Rating List is maintained and 
edited by Jeff Power, V30 W. 3^th St., Apt. 12D, 
New York, NY 1O0O1, Inquiries and complaints 
should be addressed there. The list is publish- 
ed by Valt Buchanan and can be obtained only 
from him. 

For the benefit of the unfamiliar, the BROB 
Rating List orders players by a percentage score 
determined from the expression % * 50 + 50($/6N) 
(1 -2^). N is the number of completed regular 
postal Diplomacy games for which that player Is 
xhe player of record, S is the cumlative score 
in points from those N games, In each game, a 
player receives one point from every player hav- 
ing done more poorly than he and gives away one 
point to every player having done better. Play- 
ers performing equally well exchange no points. 

Performances in games are ordered as fol- 
lows t win, draw, survival according to the num- 
ber of supply centers/units , elimination accord- 
ing to the season and year. Hence, the winner's 
score in a game is always +6, the third elimi- 
nated player 111 s is -2, and so on. The term (s/6n) 
then is a player's adjusted average score per 
game. The term (1 --^) is a correction for the 
Hide variances that occur in the average scores 
of players rated on the "basis of but a few 
games \ It approaches one as N Increases, drop- 
ping out entirely for this purpose when N ex- 
ceeds eight, A typical entry in the list might 
read j 62.5 2 +44 John Doe (W). From left to 
right are the percentage score, N a 3, name, and 
the number of wins. 

When a country is played by one or acre 
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MORE THAN JUST A 
VARIANT MAGAZINE... 



Each Quarterly Issue of JV.GDPA^TKSR in. eludes a 
complete C-ane with a. large one-piece map ana 1 
die-cut counters, 2a ch Issue also includes over 
i'+0 articles, covering at least 24 Games by at 
least six- companies, ihese articles primarily 
consist of Variants, allowing you to play once 
a^ai." cany Gases you have almost forgotten you 
own. Articles suggest ..Itrategies, provide tac- 
tical doctrine, simplify Games you may have found 
too complicated, complicate Caries you may have 
found too sir.pl e and introduce whole new C-aae 
systems and techniques, A few of the articles 
previously published in JAG DPAIJTHSK include 1 <?;+3 
oinai, '.'. r ar in the last Revision, Zeppelins in 
llichthofon* s V/ar, Ixpanded Order of Battle for 
Oixth rieet , 1 <•)! if Solitaire and several articles 
on Third Reich, Professionally printed, each 
Issue of JAGDP/J'l 1 Kj2rJ nas 2b slick pages, extra- 
heavy 2 color cover and several c no to graphs in 
addition to 
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placement players f the player of record is de- 
termined as follows. Any score of -2 or less is 
credited to the original player; any score of +2 
or greater is credited to the latest replacement 
player; a score of -l f Q t or +1 is given to a re- 
placement player only when it improves his per- 
centage score, otherwise it goes to the original 
player. 

This list is to include only active players 
and is limited to North American players and 
those foreign players who play regularly in 
North American magazines „ Since it is impossi- 
ble for any one person to know who is and is not 
active, any assistance in correcting this aspect 
of the list will be much appreciated. Unly 
players who have completed more than one game as 
of Everythi ng #24 are rated. 

Included in this listing are the results of 
595 postal games as follows i SRJd/24 plus games 
1966m, 196?AY, 1968AC, AY, EU, GG, 1969AE, AZ, 
BX, CE t 1970C, BJ, 1972K, and 19730. 

Second Board i 



Walt Buchanan 
Mike Rocamora (6W) 
John Beshara (8W) 
Lee Chi "ids (2W) 
Tom Eerendt (3W) 
Don Pitsch (3W) 



87.5 
87.5 
Q6 t k 

83.3 
31.3 
81.2 
81.2 
81.2 



+12 M. Eeyerlein (2W) 

+12 Foger Oliver (2W) 

+15 J. Van DeGraaf (w) 

+32 Joel Klein (2W) 

+16 Mike Beavers (W) 

+10 Jim Benes (W) 

+10 M. Lariton (w) 

+10 Larry Norton (w) 
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Rod Walker (2W) 
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APPLICATIONS 
OF MODERN TECHNOLOGICAL WARFARE 
TO FACE-TO-FACE DIPLOMACY 



(The following article is taken from The 
Pocket Armenian #2 "by permission of Scott Rosen- 
berg, It's one of the funniest Dippy articles 
I've ever read and I've wanted to reprint it for 
quite some time.) 

The average Diplomacy player shows up at a 
game with only his preference list and his wits ( 
oblivious to the battery of useful devices 
science has provided him with and to the verita- 
ble arsenal at his command s I hope to delve 
briefly into this storehouse of resources, much 
to the profit of everyone involved. The first 
item on the list is chemical warfare , since it's 
the simplest. 

In Diplomacy, as in any game of skill (or 
chance, if you intend to cheat), the basic rules 
for use of intoxicants apply, i»e., don't drink 
yourself, and encourage everyone else to do so 
as much as possible, (a good idea which you can 
appropriate from The Sting is to bring a bottle 
of watered liquor along with ycu and drink from 
it profusely, indicating to everyone else that 
now is the time to take advantage of you, since 
you're drunk,) 

If you should find yourself playing host to 
a Diplomacy game in your own home, you might re- 
flect on "augmenting" whatever beverages you 
serve with vodka, or some other alcohol without 
a distinctive flavor. Above all, DON'T DRINK 
YOURSELF , 

One of the simplest yet most versatile play- 
ing aid you can bring to a game of Diplomacy is 
a cigarette, or better still, a cigar. Anyone 
*ho has ever played chess knows the uses of a 
cigar In breaking an opponent's concentration 
while sitting at the board at figuring moves, 
and the greasy smoke produced by a cigar can al- 
so act as a screen while pieces are "manipulat- 
ed" in manners other than those strictly pro- 
vided for in the rules, 

A cigar can also be used as an agent of 
misdirection when you are playing Diplomacy in 
someone else's house (i.e., place your cigar a 
thirty-second of an inch away from a Picasso oil 
hanging on the wall nearby) , Another useful 
tactic Is dropping a lighted cigar into someone 
else's glass of liquor and watching the blaze, 
Cne more tactic of note Is passing out cigars 
or cigarettes to members of various alliances 
opposing you and then passing out cigarette 
loads. If .you are Italy and Turkey loads Aus- 
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tria's cigarette, the advantages become obvious. 
An ashtray is a good thing to have on a Diplo- 
macy table, since a connived sneeze or a twitch 
of a finger can provide the needed diversion for 
some devious tactic you have in mind. 

Incense is not without its uses either. If 
you are playing in your own home, say that you 
always keep a few sticks burning for "atmos- 
phere/' or to cover the smell of burning flesh 
from the nightly rituals of your Satanic-cultist 
neighbors ( or to mask the occasional odor of 
boiling clorox which comes from the chemistry 
set of some kid down the hall. If you are at 
someone else's house, comment on the way the 
place smells "Like "a vomi tori urn after a week- 
long sanitation strike" or something similar, 
and produce from your pocket the incense which 
you "always carry" just for such contingencies. 
It's advisable either to use an incense like 
"Camel Dung' 1 which has a nauseating tendency, or 
some other scent which makes the eyes water. 
Better yet, you can make your own incense with 
both of the desirable qualities above, if you're 
willing to invest the effort to improve your Di~ 
ploroaoy game, 

Mhen using smoke and Incense, It's wise to 
carry seme Silly Putty or sterile cotton which 
you can shove In your nostrils to blot out the 
smell, and some Visine, which can prove very 
useful. Straight Yisine can be used to keep 
your eyes from falling out, and may be sold to 
the other players for f 'a quarter a drop," (Even 
if you lose the game , you can still net a 
healthy profit „ which you can use in the poker 
game you set up afterward.) Also, you can use 
Visine that has been cut with alcohol, ammonia, 
or lemon juice to momentarily disconcert oppo- 
nents while you "make your move," Another hint 
that you can apply to ashtrays is to bury a 
strip of magnesium under a light coating of ash- 
as, so that the first hot ash or cigarette butt 
will create a ball of fire likely to be noticed 
by the person whose sleeve it ignites, 

A final off-beat note is the use of insect 
warfare by some enterprising individuals. The 
Idea Is this s you simply appear at the game, 
liberally coated with 6-12 or some other Insect 
repellent (carrying a sufficient back-up supply 
to sell at a handsome mark-up over cost) , along 
with a jar of mosquitoes, gnats, tse tse flies, 
or whatever Is on sale at your local trick and 
novelty emporium, which you release (discreetly, 
of course). And that's all there is to it. 
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To the Editor of $p0Uf fck&MHi SXPH3MCY 
WORLD* 

Despite the overall excellence of your 
estimable publication, I am afraid I anst demand 
that I be allowed to offer a number of comments 
concerning your recently- publisned (in Vol* II f 
No. 4) article- cum- memoir which purported to de- 
tail in unnecessarily veiled and insufficiently 
laudatory terms certain experiences and events 
with which I have occasionally, though Toy no 
means too often, had the pleasure to be associ- 
ated to one degree or another in, at the very 
least, the sense that the use of my name in con- 
nection with an historical overview of the sub- 
ject matter involved might well give rise to an 
unabashedly distorted view, quite understandably 
albeit inadvertently achieved by those readers 
who, by virtue of novitiate status and/or learn- 
ing defects, lack the experience, or shall we 
perhaps term it " envi to niaen ta 1 savoir-faire, M to 
discriminate between the lunatic ravings of a 
self-confessed co-conspirator in the orgiastic 
depravities alluded to, and the truth y that the 
utter entirety of the brilliant, inspired, self- 
less and undeniably monumental glories uhich 
liave ensued as a proximate and actual conse- 
quence of the wholly magnanimous and, it is not 
unfair to say, super-human outpouring of the 
soul, the mind, the pocketbook and the diction- 
ary which I, in ay many immortal years as Patri- 
arch of this wond*rous hobby and of the vezi ta- 
ble hordes of inferiors whom 1 have deigned to 
permit to share in the bounty effuiged from mine 
all- encompassing clasp unto the which have come 
so many seeking succour from the ravages of the 
evil minions of that "other world" of p dare we 
"breathe it?, "normalcy" whence derive so many of 
the terrible .and ghastly i«a ladies besetting (or, 
in Ireland, besotting) my chi3.&ren despite all 
my protestations that a mere act of simple faith 
in the pattern prescribed in /ay latest 'book, 
Worship and Grovelling as an Aid to Digestion/ 4 
copies of which are still available despite the 
incredible run on the most recent (ninety- fourth) 
edition, for the paltry sum of $*+9.95. plus 
postage, from Me (California residents do not 
bother to add sales tax, as this is strictly un- 
der the counter) , will achieve the result for 
which I have become so famous over the figura- 
tive aeons of Diplomacy history, and which are 

••o keenly and perspicacious ly detailed in the 
one and only halfway worthwhile paragraph in Mr. 



UiUHi Walker's symposium, namely the "von 
Metzke Blitz" (t.M, Reg. U.S. Pat, Off.) full 
details of which are still available despite the 
astonishing run on the most recent (first) 
printing, for the penurious sum of $49,97, plus 
postage, from Me, as a means of financing my 
latest grandiloquent venture to re- immortalise 
my name in the annals of hobbydom, namely, the 
repairing of the letter "y" on this typewriter 
so that I can once again publish a Dipzine, 

Oh dear. There goes the "s" as well. Jack 
that price to $79.97, please. . . . , 



(Signed) Conrad von Metzke 
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CONVENTIONS 

b 7 L E N L A K OF K A 

(The following article is reprinted from 
Liaisons Danger e uses #66 at the request of Len 
Lakofka, Although originally submitted for DI- 
PLOMACY WORLD, Carol returned it because it was 
not typedl ((Have you ever tried reading Lek ' 3 
iiUtii UfiUUi handwriting??: CA))) 

I can not fully agree with Lew Pulsipher's 
comments on Conventions in DIPLOMACY WORLD II, 4, 
This is due to a basic difference in philosophy 
on the future of the hobby, I am of the belief 
that Dl p lo mac y/W ar garni ng Conventions will take 
on the scope of the large chess or bridge tour- 
naments in the years to coiee „ Others, of whom I 
believe Lew is one, are of the opinion that Di~ 
plomacy/War gaming Conventions are always going 
to be amateur events held in gyms, small halls, 
basements and college classrooms. If one agrees 
that there will be long term, permanent status 
in Diplomacy/Margaiiiiiag, then one does not expect 
anything grand in the way of a convention. If, 
on the other hand, one believes that our little 
hobby is going somewhere, then nothing less than 
a 2*ajor convention, with numerous regional 
events, is the obvious alternative, 

Players, as well as convention organisers, 
have philosophies on what a convention should be 
"like. To some players, the ideal convention is 
one with lots of ganes and small to non-existent 
entrance fees. Such a convention could be held 
In an empty lot as long as the wind didn't bio* 
everything away. To other players, an ideal 
convention is -an adult meeting of the minds in 
competition for some type of trophy/prise* 
These latter players are seeking a more struc- 
tured event for v?hieh they would be willing to 
pay a little bit more in the way of an entry 
fee, Both groups are interested In playing the 
,^ame for fun and praise and both are interested 
in .nee ting new and old friends, Sach type of 
convention -.fill tend to draw a majority of play- 
ers with a similar philosophy although some 
players of each type will attend any convention 
in their own area. 

j^or conventions to grew, to become self- 
sustaining, to gain an adulx (at lsast semi- 
adult) following, it is necessary .for them to be 
done in a professional zianner, This deans com- 
petant advertising, planning and staffing of the 
event, a large comfortable location and money, 
Trying to run a large convention without front 
Tioney is impossible, 

I have run/ participated la five conventions. 
Three in Lake Geneva and two in Chicago, In 
■?ach of these efforts, there has been growth in 
the convention as a media and subsequent growth 
in the hobby attitude toward such events. Until 
"DipCon" V in Chicago in 1972, there were no 



"hotel" conventions. My partner and I worked to 
bring a new status and air of respectability to 
the Convention, We brought the Diplomacy Conven- 
tion out of the school house and made an event 
out of it. Many of the minimum standards now 
set for Diplomacy Conventions were due to the 
Chicago Shows and our pioneering efforts. 

It is also true that the Chicago Shows have 
taken a financial bath. However, the reason for 
this catastrophe at the ticket office is a coup- 
ling of a convention with a trade show. Monies 
were spent, and lost, on misdirected public ad- 
vertising and industry ads. With proper use of 
"In house" advertising,, a profitable hotel con- 
vention is a c erta i nty , 

In 1976, advertising for a convention 
should continue in the Diplomacy press and key 
wargaming publications. Subsequent conventions 
will have ads in local newspapers, the GRI fly- 
er, and all Diplomacy publications, lying a Di- 
plomacy Tournament to a major wargaming conven- 
tion helps both of them. The more solvent and 
well-planned the convention, the larger the 
prizes. The fact that DipCon VIII winners have 
not been paid off does not nean that future con- 
ventions can not offer and pay out large prises. 
Such monies could to into the ISE„ for example , 

I agree with Lew that a convention should 
contain seminars and other social events. In 
years past we've had a tournament, an IDA meet- 
ing, and a lot of wide-eyed drunks running 
around the hotel until 4AMI Social contact is 
almost solely restricted to non-convention hours 
and thus much of the quality and quantity of 
possible social contact Is destroyed, A conven- 
tion should be a multi- face ted event designed to 
bring people together over more than just the 
Riming table. The IDA General Meeting conducts 
business „ but the convention must be fun, I 
have missed meeting and talking with a great 
number of people due to the tight schedule of 
tournament rounds and the IDA General Meeting, 

In the bill now before the Council, Lew's 
Convention Site Committee lays down a great many 
rules and regulations for selecting the site of 
r,he IDA General Meeting, It must be remembered 
that the IDA can only suggest to a convention 
host how things should be done. Lew would like 
che IDA to almost control much cf what is done 
at each IDA General Meeting Site and how it Is 
done. This clearly is playing with the host's 
:;ioney and is unfair to that host , A few years 
3 go the IDA meeting site went to whomever would 
offer to 'take it, Let's not kill the Golden 
Goose by regulating a convention host to deathl 

Lew points out parallels between the 
Science Fiction Community and Diplomacy, Anyone 
who has attended a SF brawl knows that there Is 
no comparison! What my work or hold true for 
Science Fiction Conventions, or Bridge or Chess 
Tournaments may not work for Dip lomacy/War gaming,, 

Lew writes as if he knows all of the an- 
swers — I assure you that he does notl 



RECENTLY COMPLETED GAMES 

The following 75 completed regular Diplomacy games were reported in Everything #24-25. The 
winner, his country, and the zine the game finished in appear after the applicable fioardman Num- 
ber, Multiple names after the same number indicate a draw, 
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HQOSIER ARCHIVES 
DEMONSTRATION GAME NO. 5 



THE ROSE AMONG THE THORNS GAME 
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AUSTRIA: 
(Lakofka) 

ENGLAND: 
(Bocamora) 

ITALY : 
i Birsan) 

RUSSIA t 
(Pitsch) 

TUKKEY s 
( Beyer lein, 
Marie) 



AUSTRIA s 
(Lakofka) 

ENGLAND: 
(Kocamora) 



ITALY i 
(Eirsan) 

RUSSIA s 
(Pitsch) 

TURKEY t 

('Beyer lain, 



IAEOFKOID AND HO OA MO KA BAT STALEMATED? 
Spring 1909 

A Jiv 3 RUSSIAN A Mos-StF, A Mun-Ruh ? A Sii-Mun, A Per 3 A SIl-Mun, A Pie-Tus, 
A Tyr~?ie , A Tri-Ven, F RoiR-Tyr, F Ion S p Kom-Tyr, A Nap H 

F StP(nc) Ii /r/(£ar , d), F I£v-Nat, F Edi-Nwg, A Lon-Nwy, F Nth C A Lon-Nwy, 

A Hol-Euh, A Eur 3 A Hoi- Bah, A Kie S A He 1- Run, F Ben-Bai, a Mar-Pie, F Wes-tyo, 

F Tun 3 ITALIAN F Tyr 

F Tyr H 

A >k>s~SxP, A Pru H, A Boh S AUST RIAN A Mun (nso) , F Sev -fcla 
A Bul H, F Con- _B la, F Aeg S AUSTRIAN F Ion, F Smy-Eas 



LINES HARDEN AS ANONYMOUS COMBATANT REFUSES TO TH.BOW IN THE TOWEL! 

Fall/Winter 1909 

A Uv S HISS IAN A StF, A Ber 8 A Mun, A_ Mun S ,_A Ber , A Six S A Mun, A Ven-Pie, 
A Tyr A Ven-Pie, A Tus S A Vie-Pie, F Sow S a Tus, A Nap-Apu, F Ion-Nap. Owns? 
Bud, Tri, Vie, Ore, 3er, Nap, Horn, Ven, ^er, Mun (10). Constant, 

(Su09i F StP(nc) H Bar) A Nwy-S*P, F Bar S A Nwy-Stp, F jBal-Liv, F Nth-Den, 
* Nwg-Nth, F Nat-Mid, a Bur- Mun , A Huh S A Kie, A Kie S A BuiQiun, A Mar-Spa, 
F Lyo-P ie, F Tun S ITAIIaN F Tyr. Owns j Sdi, Uv, Lon, Bel, Mol, Den, Nwy f Swe, 
Bre, Mar, Par p Kie, Gtp, Tun, Spa (15)* Builds A E'di, A Lon., F iAv„ 

F Tyr S ENGLISH F I^o- Tus (nso). Ownss Per, £^ (l). Constant* 

A StP S AUSTRIAN A Uv ( R Kos) , A Pru S AUSTRIAN A Ber, A Boh S AUSTRIAN A Mun, 
F Sev -Bla" , Owasi Mos, Sev u Mar, .Rom (4) . Constant,, 

F Eas-Ion, F Aeg 3 F .Sas-Ion, A Bul H f F Con -Bla. Owns? Ank, Con, 8 ray, Bui (4) , 
Constant, 



CONSTANTINOPLE (VIA MOSCOW ) t Duckpits was 
somewhat wary upon receiving an Invitation from 
Dr„ Marie, he opened it, he began reading, . . 

"Please join us at ^ e 30 PM tonight for milk 
and. cookies, coasters will 'be provided/ 8 

Salivating uncontrollably, Duckpits raced 
into the den. Seizing his "blue suede shoes, he 
sped out the door, for it was already *fsi5. 

Proceeding up the walkway, he couldn't help 
"cut see the ten-foot flashing neon sign atove 



the rvfi.tra.nce, 

"THE BOSS .. . „ blink , . B THE BOSS , , „ blink , . . THIS 

BOSS 

Jf I wonder what that could mean/' pondered 
Duokpits, 

As he neared the entrance, he noticed the 
iiaage of a nude girl carved Into the door. 
Grasping the great knockers, he banged furiously 
until the door opened, 

"He've been expecting you,," breathed Dr B jb f 
the alcohol on her breath hitting Duckpits like 
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AUSTRIA I 
(Lakofka) 

ENGLAND i 
(Rocanora) 

ITALY i 
(Birsan) 

RUSSIA* 
(Pitsch) 

TURKEY i 
(Eeyerlein, 
Marie) 



STALEMATE LINE? 
Spring 1910 

A Liv H f A Ber 3 A Mun, A Sil S A Ber, A Mun S A Ber, A Tyr S A Mun, A Pie H, 
A Tus S A Pie, F Rob S A Tus, A Apu-Ven, F Nap S TURKISH F Ion 

A StP H, F Bar S A StP, F Liv~Nat, A Edi H, A Lon H, F Nth-Sng, F Den-Nth „ 
F Bal-Den, A Kie H, A Huh S A Kie, A Spa-Mar, A Bur 3 A Spa-Mar, F Mid-Wes, 
F Iflro S ITALIAN F Tyr, F Tun S ITALIAN F Tyr 

F Tyr H 

A Mos S AUSTRIAN A Llv 4 A ?ru S AUSTRIAN A Ber, A Boh S AUSTRIAN A Mun, F Sev-Bla 
F Ion H, F Aeg 3 F Ion, A Bui H, F Qon-KU 



AUSTRIA 1 
(Lakofka) 

ENGLAND 1 
(Rocamora) 



ITALY t 
(Birsan) 

Russia* 
(Pitsch) 

.TURKEY s 
(Beyerlein, 

•laria) 



DRAW VOTED DOWN 
Fall/Winter 1910 

A Liv H, A Ber H, A Hun H, A Sil S A Mun, A Tyr B A Mun, A Pie H t A v'en S A Pia, 
A Tus H, F Rom S A Tus, F Nap H. Owns* Bud, Tri s Vie,, Ore, Ser, Step, Itoa, Ven, 
Ber, Mun (10). Constant, 

A StP H, F Bar S A StP, F Wat H„ A EdLl H, A Lon H, F Bng-Mid, F Nth~.2ng, ? 'Den-Nth, 
A Bur- Mun, A Kie 3 A Bur-Hun, A Huh 3 A Kie, A Mar-Pie, F l&o S ITALIAN F Tyr, ^ 
F Tun S ITALIAN F Tyr, F Wes S F Tun. Owns? Edi, Liv., ton, £el, Hoi, Ben, Nwy, 
3 we, Bre, Mar, Par, Kie, StP, Spa, "Pun (15), Constant, 

F Tyr H. Ownsi For (1) , Constant, 

A Mos B AUSTRIAN A liv, A Pru 3 AUSTRIAN A Liv, A Boh S AUSTRIAN A Mun, F Sev-31a . 
Owns t ^os, 3ev ? Mar, Run (4). Constant, 



' Ion H, F Aag 3 F Ion, A Bui H, F Con-Bla , 
itant. 



:wnai talk, £on, Say, 3ul (4). Con- 



a cold slap in the face, 

'*! needed that," recoiled Duck pits nearly 
losing his baggy pants, 

Sr. B led hia to the living room. As Duck- 
pits sat down, he saw Marie turn -find snap her 
fingers. An Instant later, a 'dishevelled figure 
sidled in and inquired meekly, "Yes, dear?" 

"I'll have another gin gimlet and taring 
same cookies and milk for our guest/* 3 he answer- 
ed gruffly. 

"Yes, dear/' and the emasculated servant 
departed* 

"Gee, ah, Mr, B has sure changed, M :oegan 
Duck pits. 

"Never mind HIM," Dr a B replied sourly, if I 
have called you here to tell you <if ray recent 
promotion to the head of the science academy," 

"Yeah, I saw the sign,* sighed Duckpits. 

"CIRCUMSTANCES swept away the others," she 
cackled, and then guzssled the rest of her gimlet . 

"BLAST YOU, POKEY, THERE'S MY DRINK?" she 
suddenly bellowed. A flurry of footsteps later, 
Mr* 3 appeared, panting and with the refresh- 
ments. After distributing the beverages, he 
seemed to evaporate as if he were never there* 

"C'mere/* motioned Dr. B, ^I'm gonna xetcha 



innon little shecret.* 1 'Dr„ 3 ;aoved so close 'to 
him tha,t he could almost hear' her stomach growl. 

"They &one get *E, noshiree, I'm gonna 
teach 1 sb a thing or two, M she whispered, 

Buc&pits swallowed heavily. He uas wonder- 
ing * hat to do, fortunately, Dr. B -ia.de the 
next move. She oolted her driak. Suddenly her 
eyes were gleaming and her face ms all aglow . 
Then she revved ap for a chorus of "Red Hot lia- 
na,. w Parading around the room, she searched for 
20 »e "baritone in her soprano voice, 

Duckpits realized that the moment to act 
ms now. Kicking off his shoes, he darted to 
the stereo and played s, Jailhouse Hock/' Dr, B 
:*as stunn©d« She wheeled around and seconds 
liter they -/ere both jitterbugging furiously, 
'tfhen the record rejected* Dr. B flopped onto the 
couch « 

"'Vow,* 1 she purred, 

duckpits smiled. He walked over to the ta- 
'£>le and lifted his glass from the newspaper. He 
carefully finished the milk and then lifted some 
cookies from the platter, He turned and threw 
them to the puzzled, prone female, 

"These are the only cookies I'll toss here/' 
he grinned triumphantly and left. 



AUSTRIA! 
(Lakofka) 

ENGLAND ; 

(Rocamora) 

ITALY s 
(Birsan) 

HUSSIAs 
(Pitsoh) 

TURKEY s 
(Eeyeriein, 
Marie) 



GAME SLOGS ON 

Spring 1911 

A Liv H t A Eer H, A Mun H, A Sil 5 A Mun, A Tyr 3 A Mun„ A Pie H f A Ven S A Pie, 
A Tus H, F Rom S A Tus, F Nap H 

A StP-Fin, F Bar-StP(nc) , A Edi-Nwy, F Nth G A Edi-Nwy, F Hat H f A Lon H, A Bur- 
Mun, A Kie S A Eur- Mun, A Ruh S A Kie, A Mar-Pie, F Mid~Naf , F Eng-Mid, F Lyo 3 
ITALIAN F Tyr, F Tun S ITALIAN F Tyr, F Wes S F Tun 

F Tyr H 

A Mos S AUSTRIAN A Liv, A Fru 3 AUSTRIAN A Liv, A Uoh S AUST70AN A Mun, F Sev-Bla 
F Ion H, F Aeg 3 F Ion, A Bui H, F Con-Bla 



AUSTRIA s 
(Lakofka) 

ENGLAND t 
(Rocamora) 



ITALY: 



DMtf VOTED DOWN AGAIN I 
Fall/Winter 1911 

A Liv H, A Ber H, A Mun H, A Sil S A Mun., A Tyr S A Mun, A Pie H, A '/en S A Pie, 
A Tus H, F Rom S A Tus, F Nap H, Owns s Bud, Tri, Vie, Gre, 3er, Nap, Rom, Ven, 
Ber, Hun (10)* Cons tan t. 

F StP(nc) H, A tfwy S F StP(nc), A Fin-Sue, A lur-Hun, A Kie S A Bur-Nun, A Ruh 
S A Kie, A Mar H, A Lon- Bel, F Nth C A Lon- Bel, F Mid-Spa(sc) . F Nat- Mid, F Lyo S 
ITALIAN F Tyr, F Tun S ITALIAN F Tyr, F tfes S F fun, F Maf 3 F Tun. Ownsi Edi, 
Liv,, Lon, Bel, Hoi, Den, Nwy, Swe, £re ? Mar, Far, Kie, Stp, 3 pa, Tun ( 15) . Con- 
stant. 

F Tyr H. Owns it Por (l), Constant, 



HUSSIAs 
(Pit3ch) 

TURKEY 1 
(Beyeriein, 

Marie) 



A Mos S AUSTRIAN A Liv, A Fru S AUSTRIAN A liv, A boh S AUSTRIAN A rtun, F Sev-Jbla 4 
Owns* Mos, Sev, War, Rum (4) , Constant, 



F Ion H, F Aeg S F Ion, A iiul H, 
atant, 



on-Sla, Owns s Ank, Con , Smy, 3iil (4) , Con- 



The sage of Sloven left victoriously with 
the echo of curses in the dio* tancs , About fifty 
yards past the flashing neon oign the ootids be- 
; aJi to subside, with the exception of one Last 
shriek, 

"DAMN IT, SHORTY, g-st ae another irink* " 



CONSTANTINO PIS 1 As soon a.s Duckpits lei t 
T.he house, Dr. B fell into a drunken stupor* On 
awakening ..sne realized that he haa gone , and 

■he raced out after h.i;£u Swi^i.-.g ; :he door open 
•j he aoticed that "he nude : arming vas wet, 

'That's funny, " -she ■■■;.Q S «d, 'It t rained, '* 

3 he drew a deep breatn and roared , '•'rfey, 'fCU 
JCRGOT YOUR LTENCH CO AT 3" hut In wins Duokpits 
had disappeared. She .*ent hack i r, to the no use, 
fluttering, "Hell, I guess I can cress him off ;iiy 
list,'* As she did so she noted Tilth satisfac- 
tion that her phone bill »ould decrease oy cOf?. 

Dr, B„ pondered her next move for a long 
time. She had tried to seduce every .sale -mQ 
Labofkoid within a 2,000 inile radius, and she 
had been continually rebuffed. Not only was her 
pride hurt, but s:he would have to have the place 



re- r*a 1 ipa pered for the ,: hird tiae in tw months 
New there --ras only aan Left ,: or *ncm she had not 
.made a play , * » hex -txjusei *.-:okin^c 'Xp* 3 ne r.aw 
Douglas rfrgardiag ; -.er tenderly. ''You're on, 
Shorty, "* she said., 

oome ti;ae later, Cr„ B .awoke to tne tingle 
of fir-gers tight. ly stroking the nape of her ^eok 5 
; 'How stas I?" Dougias asked, softly, Jr„ 3 c.top- 
;j«d herself up on one elbow, touched "}c : ..^^? 
^hin, and 3ifill^d^ "I J 11 a ever call ymi Shorty 
•'.sain, ^he ^aid and got -xp and trotted off " : -o 
find Dcu^s ro'^e and slippers, ^hen sne go t 
lack to tta room, Douglas was standing In the 
toor «<ay , no Lii^g h*:r robe and slippers! They 
-vtartttd .•ri-igili'jg luoontro 1 lably , and f^-il, >a.ugh> 
ing, 1 r to -:'acn other's ariis and '.^nto tha ":?ar- 

.'■CTjt 1 ['HEY LIVED HAPPILY SVEh aWERI I I 'i I $ 

WHATEVER HAPPENED ID lABY ^Ia2? (VIA BUBA- 
;"m^T) 8 '*S ing louder, Mikie de.ar« *' :ame the cry 
of Mama Rocailonfart from the wings of ;rd rate 
vaudeville theater. "Keep in ti:ne, Lenny and 
ddi!" she screamed, 

"Who let one of da mudders in here'^l" "You 



can't keep dat chesty broad out. She is sure 
her brats are going to be "stars* someday. Why 
she..." "Look, Brooks, I hired you to be stage 
•nanager, not some damn bleeding heart 8 C»et dat 
broad off da stage!" 

J, No appreciation of children, you cow/* 
■screamed $rs« Rocalionxart , bSuch language in 
front of the B. * *A # • a B« « »Yl " she said indignant- 
ly. Baby Mike glared out from beneath his "bushy 
eyebrows at "bncle jackov M (what Stsphie oyx-c^s- 
ie liked -to be called) , is Jackov rpp^*cach*d, 
bikia ai-aed a irell-placed kick ai the 
pantalooned comic „ end delivered it xith ? tin- 
ning force .md effect, "Mikial Don' t k.i .;k Js- 
cie J&ckovi" his mother ,?apria&ndad l;i -*n ai.Acst 
■whispering tone, "Last time he didn ; ' t £<3t .to 
for almost 3 hours --and he still ^alks a bat" 
■^ twangs iy/* she added j.s an aside , 

**T wjit an ice or#ajn, rioauny, X ; ; : urt -m ice 
jreaai ** '"fes, iear, in a Minute, afould benny 
.-aid edi like one too?" -she ^ooed 3 "I ion* t "5 are 
diat *-.hey i-jant, X 'lASi'T AHf ICS CbEAN t ' ! 'CTif* " he 
'hej.lowed 0 

"nod. brat/ 1 Uncle Jackoy ncaned in 

?, strained falcstto - f oioe from the ri^diis* 
floor. Little* I2di <ynd Chubby Lensy he .Ipsa Jack- 



ov to his feet and the three of them left the 
stage for a few beers at the corner bar, 

10 years pass— "Sing out, Mikie, faster, 
Lenny, louder , Edi," Majna called from backstage,, 
Uncle Jackov, who had been courting Mama Ro ca- 
ll onf art for 10 years (and who had taken to 
wearing a metal cup for a long tine) tried to 
■talk Wally Buchanan into billing the act, 

'•'Look , .acker," said Waliy, "the brat had 
.:■:;•:>.? talent. I J y-sara ago, but .^ow he's a gangly i 
jiMplsd, Noxious teenager, &nd he looks lousy 
In knickers „ : iis two brothers arsn'i too bad a 
b--an», bbey -u-e holding aim up* I wouldn't, a 

;? Ab I ''brough now, 'loamy? I -*ant .-m ice 
-r:?a;ab' ca&e A:-? exy fro.s the stage e 

As >he lea cr^am argument ^ant on, bally 
..•".xhanan \:all^ "he next act onto the ^t>?g«», 
"Jka.y, I-l-wch -ravins, Don and Marie,*' c-xae a 
voice from backstage. 

Onto brie multicolored platform be-? fed the 
'.' 3-ysar-old ?itsch twins, sinking ""Together 
•?he*-st5ver "Ve fob* as they continued „ j?aily 
jallod oat, ''Bcokb^ra," 

'■ ( 2nok then l " cried baby "Like, -'I*:** bte 
star! I*» ihe one you should book, you babooxied- 
.be^d or.;-ep a .Just watch, bib, bst erter- 



biSTRIA* 
{Lakofka) 

PNGlANTa 
'''Rooamora 1 



b\ibb 

, .Sirs an) 

■blitsch) 

ffb?K3Y* 
bSeyerieiri, 
- ; arie 



"*HAT IS ■■eCAlC^A MT £JP l l 0? 
Spring 1012 

,i .uL-f b, A ior ii, A ^uii it, A ^il S A >iiai, .A byr 3 A Man., ^ Pie a, A Ven S a Pie, 
* tms H, i ;i r.cin 3 A. : ibis ? b .lap H 

F :-i£?(nc) ;^ A ^wy 3 ? St?(nc;,^ A ^we-fen, ^ Kiss-Hol, A bel->?ic , A -?uh~Bel, 
;? Nth-^-ns?, Mar-Cas, : r 2i:a(so)-Mar ? A bur S ^ cpa(sc)^:%r ? ? ^^s-Tr/r,, 7 ,yo S 
'^s-Tyr, V Tun S F T ^es.«Tyr f ? Naf S Tun, ? >!id-¥es 

Tyr H/a/ 

A :1 Af3T'91M A biv, >i bru 3 aOSTI^IM A JAv, A Boh 3 .AUSTRIAN ^ Mun p ^^-Bls 
? Ion li v f .5 ? Xon, A 3ui H, ? bo^bia r 



AUSTRIA 3 
(Lakofka) 

^'Hocamora) 



ITALY s 
Qlrsan) 

.bJSSIAl 
(PItsch) 

TUSKSY: 

(Beyerlein ? 
Marie) 



BiaSAUM'S b^T JMIT aNHIHIIATED 
vali/'yinter 1912 

A JAv H, A. ber H, A ;-lun H, A 311 3 A Mun, A lYr S A Him, A Pie H, A Ven d A Pie, 
A T^is H, F Posa 3 A T^s, ^ ^ap Ownss bisd P Tri v ,r ie, -bre, Ser, Nap, Rem, */en, 
3er, Miin (10). Cons-fcant, 

F 3tP(nc) H f A &wy b F 3tp(nc), .r>?a H, A bob b, V bob 3 A bol, k Ale S A Eel, 
F iHng-Mid, 4 Bur H 5 A Gas ;3 A oiur, iT rlar A, fyr ;b F byo 3 A Tyr, A Wes 3 F Tyr, 
r Tun S F Tyr, A Aaf 3 ^ Am, :l^ns « ;>ii, biv, Lon„ bsl, bob, fen, ^-»#y, 3tie (! Are ? 
;iar ? Par, Kie„ 3tp ? boa, A;ai (15), Constant, 

Owns t Per (1), One unit short.. 

k Jos S AUSTRIAN A Liv, A, ?xn 3 .\ISTRL-VS A liv, * Boh S AUSTRIAN A tt\m, V ^ev^BXa, 
0>ms g bos, fev, War, rfom (^) . b':-rfst,ant. 

F Ion H # ? Aeg S F Ion, a Bui H, y Con^-Bla . Grass Ank, Con, 3my f bul (a) b 
Constant, 



3 5 



tain you...," Mikie began to sing, 

"If only you knew how to..." mumbled Jackov, 

WHAT HAPPENED BEHIND THE DOOR? (LONDON) 
The soldiers of the invasion had to wait for al- 
most an hour before their leader, Professor 
Boyer, appeared with the Sultanna at the door to 
her bedroom. He was looking slightly disheveled 
but was fully awake t it would seen. He cleared 



his throat and spoke f using hi3 most solemn 
voice, "Men, I have changed my mind about our 
plans. Marie, er f the Sultanna Maria, has per- 
suaded me after a long and laborious discussion 
(snickers from the men) that England ought to 
settle for a draw in the war. It has run far 
too long and the -prospects of an English victory 
are remote. My dear comrades..," the Profes- 
sor's voice was breaking with emotion here, "I 
have decided to change my allegiance to TurkeyJ " 



FALL 1912 




(Map notation courtesy of Eric Verheiden. 
The notation for representing successful and un- 
successful moves by solid and broken lines re- 
spectively is entirely conventional. The same 
goes for attacks (arrows) and supports (perpen- 
dicular tar) , A question mark by an attempted 
-support means that the unit to which support 



was driven didn't move in the way Indicated by 
the support order, i.e., NSC in the moves, A 
"bomb- blast" around a unit shows the unit was 
dislodged, if a retreat Is possible and it is 
known at the time the map is being drawn, it 
would be noted by a jagged line in the direction 
of the retreat.) 



ANALYSIS 



ty- Erie Verheiden 



1907-08 went more or less as predicted in 
the last analysis, Turkey turned on England and 
3di lirsan's Italy in F0?, annihilating IF Aeg 
in the process. For her trouble, Mrs. Beyerlein 
received !ul in FOfi— and of course , a piece of 
the draw, should it come to that, as now -seems 
very likely indeed, 

Steve Brooks 6 Germany left the ;{,3uae rather 
abruptly in FOb, as England and Austria arranged 
a temporary truce to that end. In the last 
analysis, it was stated that he might be taken 
out, ''depending on circumstances , H The circum- 
stances that allowed his .removal :-rere the almost 
universal ill feeling against him, caused by his 
numerous betrayals early in the ^ame, and the 
•fact that England and Austria -.lere .a. "bis to cocp- 
3rate in this instance with little risk to them- 
selves . 

Lakofka took no chance at ail in removing 
Brooks . All his units ware fully supported and 
'besides, he was not to get any larger share of 
the German pie; in any event, the centers were 
to go to itocamora 8 s England. Still, the east 
had a solid 18 centers , ftore than enough to 
stalemate „ 

For Hocanoxa's England, the risks were 
■somewhat ;?ore severe, but still acceptable, 
Primary among xhem ,ias that Lakofka .-tight fail 
r -o offer support or even tip off brooks in ad- 
vance, leaving Rocaiaora with an enraged ex-ally 
;<lth bothersome fleets behind the lines „ ttaw- 
•rver, there were a number of reasons gainst La- 
kofka considering such a ;ao?e a First and fore- 
most --/as the fact that '".he -aost likely motiva- 
tion for such a course would be Lakofka 5 s -roing 
for a win. '('here is no re&uon to expect .rshat, 
lading turned on Rooamora t,o orever.t him .from 
:*tnnin$, Mrs, teyeriein would not lo the same 
•".hing to Lakes fka to keep victory from hiss .grasp, 
with lakofka *s weakened eastern defenses and the 
strategic positioning of a Turkish fle^t adja- 
cent to the vital Ionian , 3ha could 'be expected 
to get her >/ay again . 

Victory out, LakoxTca's only r^aini:jg ;ioti- 
ratlon could be 'to defeat the west .and reduce 
the sise of the draw* Again, .it would be dan* 
gerous for Mrs, Eeyerlein to permit such a thing 
without her obtaining a subexantial portion of 
"he pie — and dangerous for Lakofka to permit 
that „ Even assuming this could 1^ narked out, 
however, everything would depend on brooks being 
permanently estranged from Itocamora and, given 
his past performance , there would be ao reacon 
at ail to expect that. On the contrary, the 
most likely outcome would be an Anglo-German 
realliance — with provisions to insure Germany's - 

continued survival- -resulting in a six nay draw 

(five without Italy) instead of the five™ way 
draw (four without Italy) which could be had by 
taking Germany out. So Rocamora had little to 
fear in disposing of his faithful (or -less) 



German ally. 

As for Irooks himself, he could have done 
something, had he seen what was coming. The 
signs were all there in S08j certainly German 
units did not require that much defending and 
with a probable draw coming up, a nasty suspi- 
cious mind might very well arrive at certain 
conclusions, However, at best he might have 
held Denmark and taken Sweden and, while he 
might have annoyed Itocamora for a time, in all 
likelihood he could be eliminated eventually as 
he could expect little help from Lakofka for the 
reasons outlined above. Consequently, like Doug 
I-eyerlein in the fi:nal season of I972CR, he 
might have decided that if Rocamora was against 
him, 'chere was nothing he could do about it any- 
way , so he might as well play along. 

Other than the temporary truce with Roca- 
mora In the north, Lakofka has played in a very 
s trai gh t« forward manner to set up his stale ru^e 
line in concert with Ben ?itsch*s Russia and" his 
new-found Turkish ally, ilarie ieyerioin. The 
final position is evidently to be something likes 
AOS % A Sil S A Hun, A Von S A fie, F 3om b> 

A Tus, A Liv, A ber s A >1un, A Fie, 

A Tus , A Nap, 5' Ion H 
PUS s A ?.os A AA Liv f A ?ru S AA ber, A boh 

S AA ■;^m ) ? 5av-B la 
•:T.ifi? b A eg A F 2as S .AF Ion, A bul H e 

b Con-Iila 

About the only ■jritieism which ftdght be ;aade is 
vhat Lakofka flight have triad F Ion 3 V Apu-rfap 
in F «>?3 instead ox saving A Tun to give him a 
slight.!./ .--aval position in -the >led± t er r/anean , 
.towever, the difference is basi^nruf leant if, as 



xpected, the Araw comes with i 
neir current positions. 

As for Rocamora, trie four 
.t the end. of VJ08 .Look .jipress 
romper: ts for -.rim picking up 



cen ;^r*i "ie gained, 
ives however., the 
::e than t^o .;ore 



■'.isi indeed, 
chat, 'laving 



voi;cr 4 /?d 



■la yasjee 



di cations 



■ocaiiora into Stp in 



-•he xaii, :.ne Austro-RusBxans wilj. /;a:i^Aioss.\.y 
toss hiia out again in the spring, "hough it can- 
:iot ' ; ^e held if Itocamora ^anfs it badly enough. 

Postscript (T909-I2) i; The preceding was 
.jritten after publication of the Spring ls09 or- 
iers. Since then, things have generally gone 
more or less as predicted (compare the stalemate 
"line proposed above to the one actually used) , 
.Rocamora, despite repreated Tlplojuaiic and i^ili- 
':ary initiatives, has thus far been unab3.e to 
crack ^he eastern line, none of the eastern 
players as yet appearing to be another Allan 
Calhaiaer in the making (of, 1973BI) * 

>Jhat then for the future? Birsan's Italy 
now seeming a trifle rreak, his fate can be imag- 
ined 0 Ttocaaora has another three years to per- 
suade cne of the eastern three that he is a 
sheep in wolf's clothing. Failing that, the 
game may finally end in the four- way draw which 9 
in all frankness, the game should have ended in 
long ago. 
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1. BOARD MAN NUMBER CUSTODIANS . Doug and 
Marie Beyer lein (240 Hawthorne, Apt. F, Palo Al- 
to, GA 94301} should be contacted "by new pubbers 
so a Boardman Number can be assigned to new re- 
gular games, Doug can explain what you need to 
do to assure that your games will be "regular,** 
He also edits Everything , available from John 
Weswig (2115 N¥ Elder St., Corvallis, OR 97330) 
at 10/$4, This covers all game statistics, 

2. CEPHEIDS . This free IDA novice zine is 
published by Joel Klein, 62-60 99th St,, Apt. 
1220, Rego Park, NY 11374, for US players, and 
Robert Correll, 44 Rawlinson Ave,, Toronto, Ont,, 
M4p 2M9, for Canadian players, Robert also ed- 
its an excellent regular gamezine available from 
Harry Drews (Box 282, Kitchener, Ont. N2G 3X9) 
for 8/$2 (US air 7/$2, overseas air 6/$2) . 

3. IDA HANDBOOKS. There are 3 handbooks 
currently available 1 The 1974 Player Handbook 
from John Boyer (II7 Garland Dr. , Carlisle, PA 
17013) at $3 ($2 to IDA members), the 1975 Play- 
ers Handbook from Edi Birsan (#302, 35-35 75th 
St., Jackson Hgts, NY 11372) at $2.50 ($2 to IDA 
members), and the Publishers Handbook from Len 
Lakofka (644 V, Briar ?1., Chicago, IL 60657) at 
$2.50 ($2 for IDA members). These handbooks are 
invaluable for players and publishers alike, 

4. INTERNATIONAL SUBSCRIPTION EXCHANGE. 
Edi Birsan (address above) runs the North Ameri- 
can end of this service that eliminates the cost 
of international money orders. Write Edi for 
details. You might also ask him about the Or- 
phan Game Project now that Greg Warden has ap- 
parently stepped down from this post. 

5. OVER THE BOARD, Buz Eddy (Box 731, 
Lynnwood, WA 98036) publishes this zine for his 
Diplomacy Rating Service that rates FTF games. 
Contact him if you want your FTF games rated, 

6. HIME0 STENCIXS, John Boyer (address 
above) is willing to pass a bargain on to you so 
he can go to his new center- stapled Impassable . 
Only $70 + postage will get you 480 stencils I 

7. XEN0G0GIC. Larry Peery (Box 8416, San 



Diego, CA 92102) asks that you contact him if 
you are owed money by his IDS. When financial 
obligations are cleared up, Larry hopes to re- 
sume publication of his magazine Xenogogic , 

8, CENTURION, Russell Fox (5160 Donna 
Ave. a Tarzana, GA 91356) uses his gamezine to 



WANTED 
TO BUY OR BORROW 

The following zines are missing from the Ar- 
chives. British zines are listed below sepa- 
rately since I*m having more difficulty acquir- 
ing them, I would prefer to acquire originals 
but will be happy to xerox your original if you 
want to keep it. This will assure keeping the 
archives virtually complete, 

Adanack 8; Aerlion 1, 3 1 Alternate Reality 
8, 11; Angbad 1-4* Anschluss 30j Anubis 16 on; 
Attention 1, 46-47 | Baltic Gaffer (all); Barfy 
Blue 2; Barad-dur 1,5, 40.5i Bolverk 1, 3, 61 
Brainwave 16 \ Brunus Edwardi 21, 24 ; Bulletin 2; 
Calcutta Chronicle I, 1-2; Carmilla I, 61 Cloak 
and Dagger 2-3, 5 on; Corsair 7, 15; Crush 41, 
43 i The Demons Home 1-2; Domination Games 16-17, 
23; Don't Knock the Rock 20-21, 24; Dune 80; 
Eureka Stockade 9; Evening's Empire 10-12; The 
Exponent 1, 5; FallOvia 1; Fearful Symmetry 1-2; 
Flash 1; Foreign Office Report 18; Fredonia 24- 
25; The Gaming Record "I lt M "II," III, 1, 3-5 5 
IDA Games Info Bulletin 1, 5 1 If I, 2; I'm God 
2; Infamous 2; Johnus 1, 9; Little Orfan Annie 
15-18; Logenbeek 12-13; Mango 13-20; Marsovia 
13; Meskin Memos 7-12; Mini Rigot 1; Miskatonic 
U. 1.39; Moeshoeshoe 100, 117; Mush 8; Mutant I, 
1-3; New York Knife 2, 4; Norstrilla Notes 25, 
27, 29; Phrederick the Great 7; Polaska I, 5, 8; 
Pragmatic Sanction (all); Ptarth 10; The Rigot 
24-28; R'lyeh 1-2; Rohan 1-2; Ruritania 8, 33; 
The Siberian 15-19, 24 (The Asian Blab 2, The 
Greekly Weekly 8-9) ,* Skull & Crossbones 2-3, 5, 
8; Spald Jr. I, 2; Thulcandra 24; The Torrey 
Triennial Terrapin/Turtle/Tortoise 9; US Dollars 
5, 9; Voice of the North 26; Vortigem 16; Wild 
'n Wooly 4; Windsor Weekly Wrag VI, 2-6, VII, 3; 
World War III— 1; Yggdrasill Chronicle 43-^4, 

Betelgeuse 2, 4; Black Spot -1, 0, 1, 3-4, 
17 on; Comet 1-2, 5-19 on; Court Circular -1, 0, 

I, 2, 2, 3-13; Depth Charge 10-11, Dolchstoss 
1-2, 4; E&0E 1-6 on; Fifth Column 27-28, 31-32; 
Filibuster 1-11, Frigate 24-25; Game Openings 7b 
on; Greatest Hits 6; Gummi balls 1-7; Hannibal 
17, 19-22 on; He's Dead, Jim (all); Hyperion 2 
on; Japhidrew 2, 5-6 i Jigsaw 1-3; Lemming Ex- 
press 1-3; Misteimer 1-6 on; The Norns 11, 13, 
15; 0J 12-13; Our •Enry 11, 13-14; Pendulum 6, 
8-25 on; Polaris 3, 15-18; Shelob's Lair 3-5, 

II, 13; Shenandoah Services 1-7; TFTBF 1, Tarkus 
7 on; Trojan Horse 1-3? TUCA 0, 2-6 on; Umma- 
guroma 2, 4, 7; War Bulletin 2; Who's Where 6-7; 
'our Albert 1, 3-5. 
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keep a running zine review for the hob*by 9 This 
is an invaluable service and all pubbers are 
urged to trade with him. Subs ll/$3 (12/$ 3 to 
novices) , Russell is also helping Randolph Bart 
nith Book of Stab , a really funny gaioesine with 
10/$2 su"bs™Xpayable to Russell) and $3 gaiaefee. 

9, EHEHWON. Rod Walker (1273 Crest Br., 
Enciniias, OA 9202*0 just called me today and 
has a rare opportunity for you, ie, 2 ^ames open 
at $3 „ $0 a slot, Srewhon is tfeird t but funny f 
:«.nd you get to play im&er a real old~tifler. 

10, 3UMM. * Walter Luc Haas (Fostfach 7, t'H- 
-K)<:4 .Easel 24 ^ SwitBerland) has opened ap sevsr- 
.3,1 '—"pas of international rapes and should be 
cont^ctod for details , ialter has done :ioro 
tnan anyone for 'Oiple&aey on the Cent, linen t, 

11, THE Bavid Holmes ( 15 .1 A Hincks 
St, , New Karanurs, Ont, , NOB 2G0) is offering the 
services of his sine for orphan farces , If your 
Same 8 s been orphaned, iiere Is a. fast restart, 

12, THE *!AS?SR MCHIAVSIXIAN , Michael Ho- 
•<i5eier (238 H, Boiling Green Way, L,A, t OA 90040) 
combines Dip7i.oir.acy and t-rargaroes and *anis to 
start a Kingmaker gaue , Subs 10/$2 „ 30 , 

13 » HEBUS 0 .Drew ftcGee (65 Winter Ave , , 
Staten Island, NT 10 301) has started quite .-an 
attractive flew gauezine , Subs are 12/ $3 for 
this monthly sine and game fee is only $1,00. 

14, rHE PODUNK SEVS. iob Hartwig' (5030 N. 
109th St, Longmont, CO 80501) offers free games 

f 

i 

j 




of regular Diplomacy and Napoleon's Europe, On- 
ly a 12/$2.00 sub is required, A bargain. 

15* THE POUCH, Gil Neiger (Box 4293, Brown 
U.„ Providence, RI 02912) still has a regular 
game open for $5 or $1 plus a l0/$2 sub. Also 
available are copies of the first anniversary 
Issue at $2 ($1,50 to IDA members). It is 78 
pages long and full of interesting articles, 

16. ZEPPELIN , Laurence J, p. Gillespie (23 
Allen Dr., Halifax, N.S. B3M %9) edits eastern 
Canada *s only Dippy sine. Subs are 12/ $2 and a 
Postal Diplomacy Tournament game runs $6 -,50a 

17* 1MLADRI3, Jeremy Paulson (Apt. C-19, 
63~.:,0 9Bth 3t. s liego Park, 11374) is running 
one of the many offshoots of the old Fcuch. He 
currently has &anes open at $3 plus a"137?2 sub, 

18, i3Ir00N XX, \s you can :ee from ihe 
ORIGINS II ad, the DipCon Kill be he. Id ,dth it 
this year and 1 expect it to be the best EipCon 
y«t, There ^ili fca a 2 -round Dip.U^i&cy tourna- 
ment and iihe IDA General Meeting affl&Sg other 
Dippy events. Accomodations will be the uni- 
versity or at the nearby Holiday 

19, ISA /SLECTTCNS , Elected officers for 
1976 '-axe as follows? 

President* Edi bircan 

Yi ce-President/ Treas urer s Le nard Lako fka 

Ombudsman 3 John beeder 

Editors Ucott Iloser.berg 

Membership Secretary s Stephen Tihor 





?,oi»sd Ww$&min$ rowriaaieflits t'potfMr«d bv kll <he leading Wargaatte Companies * Air, 
Land, a«^i Naval Musiamjres fourjuuuents ?.«m4 Dfnnorsnraiiom ^CoUector's .■vtif.ruora '* Oi» 
pioCoa EX J$a*ioKa«l 3ipi£»nacy Conclave * Cause X^-sign Workshops and Sksmiiars * Huge 
Dealer Eai?ibiiio.?i Feasoroig ALL, Major IVargame and .Miniature Manufacturers * Hundreds 
»>if ■Vijonmai .icavdes and XtanoGstrations • Low-cost, oc°camptis housing and dining 
[?;tiliit7«i »■ More Atcti'visie* Ad«kd Every Weekl 

DATE: JULY 23, 24, and 25, 1976 
PLACE: Johns Hopkins Univ., Baltimore, Maryland 

■'r:,Sl The -.'^.r-punrug event of the cemury. Ongsns /, retumsi If you jnascti lust year's maasiva gaihennsf of 
>,r.>3 t .uRj( , 3 :;• t«arnotI 'feu have anoth aropportunity rc participate m mis vert taoie ftanung extra vaganzal 
■*J«i. ifiMor '.varjfantkn^ tutd r.tiniatures companies will -igain be 'here io showcase in..Mr newc-st releases and 
24GCM£-ji ipeaaily ptvpared for THIS >how. It'yoti want to keepuu with the tatest hacjoeninsp in the hobbv this 

onvs -.^ori j5 a MUST! Not to haom-cione by aie pew. C'RIGINS II prosntsei u> hav<? nv/.-e rcurnaments* 4-norc 
\c iimars, mrre 'e^pesr' •itmo-'-otraticns. ^rtore prizis, mo^ trade snow f a»na pants, .nor? ^a^xarir/ events, and 
more excuameac lian its i ilusirioas predecessor. The entire w wgame/ miniatures/ «3 ploniacy hoboy is 
^rowmtf, i nusiuoomins— i i teraji Jy exploding. .\nd ORIGIInS il will be '57nund./ero :'or ail .he action. Don't 
^jisfi a niicuie i.jf ;ti 

OJPLOMACY FANS! (>ipm it has die honor ;)£ hosting OIPtOCON IX, the onlv recuc^Hred national 
Diplomacy Convention. Plans are now underway voncake th« year's DiploCon smgularlv(jmstandins. This is 

ihf fj-dtlica-tng cftat people wiii iie diking iboui fcr -e?fr3. Don i. miss ul 

PR£-REGISTRaTION, tournament registration, lodging reservations, dealer 

EXHIBITION INFORMATION: S«id an SSAE to CONVENTION', c/a T.A.H.G.C 4517 Harford Road, 
Baltimore, Md. 21236, .'SOD ^4-5300. 



John Baker 
David Kadlec ek 
Richard Walkerdine 
Robert Correll 
Walter Luc Haas 



At-Large Secretaries i Matt Diller, Joel Klein 
Atlantic Regional Secretary i Gil Neiger 
Central Regional Secretatyt 
Pacific Regional Secretary i 
British Regional Secretary* 
Canadian Regional Secretary i 
Overseas Regional Secretary i 

20. IDA OMBUDSMAN! John Leeder (208 Hays- 
boro Cres., SW, Calgary, Alta., T2V 3G3) would 
like the following recommendations of the IDA 
Judicial Committee publicized i (l) Editors 
should assure that their guest OMs follow proper 
GM procedures, ie, filing orders on receipt, 
keeping original orders on file for at least one 
full season after the deadline, and observing 
the sine houserules s (2) since players who .live 



near the GM have an advantage in that communica- 
tions take less time, it is recommended that 
this advantage not be increased by the GM re- 
vealing game results to them by telephone or any 
■ean» other than the mails, and (3) it's recom- 
mended that game results not be revealed by 
long-distance telephone unless It's evident that 
they have been delayed in the mails. It is a 
postal game and players jshouldn't be discrimi- 
nated against due to their financial status. 

Lastly, John would like to publicize his 
new game openings in regular Diplomacy, He is 
trying an experiment in professional GMing by 
charging the minimum wage for his time In addi- 
tion to costs. Resulting fee is 2G£/season plus 
postage, I recommend John and this concept. 




The following is believed to be a complete chronological 
list (pubbing time) of publishers who have game openings 
in regular Diplomacy In North America as of 1 March 
19?6, If you axe interested, I would recommend that you 
send any one of them a SSAE and ask for a sample game- 
zine copy so you can get an Idea of what zine you'd like 
to play in. An denotes a 3- mo nth pubbing break. 

1, Rod Walker, 1273 Crest Drive, Sncinitas, California 92024 (9j yrs.*; 

2, Len Lakofka, 644 West Briar Place, Chicago, Illinois 60657 (6| yrs, ' 

3, Chris Schleicher, PO Box 907F, Wheeling, Illinois 60090 (6 yrs,*) 
4 0 Andrew Phillips, 128 Oliver Street, Daly City, California 94014 (6 yrs.) 

5, Herb Barents, R, R. #4, 1142 South 96th Avenue, Zeeland, Michigan 49464 (4r yrs J 

6 B John Leeder, 208 Hays bo ro Crescent SW, Calgary, Alberta, Canada T2V 3G3 Oz yrs.) 

7, Robert IApton, Box 1962, Lafayette College, Saston, Pennsylvania 18042 (Zz yrs s ) 

8, Randolph Bart, 9950 Reseda Boulevard, #13, Northri&ge, California 91324 (2§- yrs.) 

9, Jim Bumpas, 948 Loraine Avenue, Los Altos, California 94022 (2 yrs.) 

10. Richard Loomis (Flying Buffalo, Inc.), P0 Box 1467, Scottsdale, AZ 85252 (l| yrs,) 

11. Gil Neiger, Box 4293, Brown University, Providence, .Rhode Island 02912 (If yrs a ) 

12. Ed Kollmer, Box 151, Mahopac, New York 10541 (if yrs , ) 

13. Dave Kadlecek, Box 802, U. of Santa Clara, Santa Clara, California 95053 (li yrs.) 

14. Randolph Smith, 249 First Avenue, ottowa, Ontario , Canada K1S 2G5 (lj yrs,) 

15. Bob Hartwig, 5030 North 109th Street, Longnont, Colorado 80501 (ij'yTs,) 

16. Tony Watson, 201 Minnesota, Las Vegas, Nevada 89107 (i£ yrs.) 

17. David Head, Box 1231, Huntsvllle, Ontario, Canada PGA 1K0 (li yrs,) 

18. Laurence J. P. Gillespie, 23 Robert Allen Drive, Halifax, N.S., Canada (li yrs,) 

19. Ernie Demanelis, 106 Wilson Avenue, Morgantown, West Virginia 26505 (l£ yrs.) 

20. David Truman, 30 Prince Rupert Avenue, Toronto, Ontario, Canada M6P 2A7 (li yrs.) 

21. Blair Cusack, l620-42nd Street, SW, Calgary, Alberta, Canada T3C 1Z5 (1 yr.) 

22. Russell Fox, 5160 Donna Avenue, Taraana, California 91356 (1 yr„) 

23. Roger Oliver, P0 Box 452, Denvilie, New Jersey 07834 (i yr.) 

24. Ben Grossman, 29 East 9th Street, #9, New York, Hew York 10003 (i yr.) 

25. William A. Clumm, R. R, #1, Amesville, Ohio 45711 (i yr.) 

26. Robert Goldman, 200 Old Army Road, Scarsdale, New York 10583 (i yr.) 

27. Fred Brenner, 2821 West 12th Street, Brooklyn, New York 11224 (j yr.) 

28. Carl Adamec, 528-A Mary Donlon Hall, Ithaca, New York 14853 (i yr.) 

29. Michael Kuchnik, 2520 Hyacinth Court, Westbury, New York 11590 (? yr.) 

30. Charlie Spiegel, 515 York Road, Willow Grove, Philadelphia 19090 (i yr.) 

31. Jeremy Paulson, Apartment C-19, 63-60 98th Street, Rego Park, NY 1137^ (i yr.) 

32. Rod Zaccalini, 23861 Park Belraonte, Calabasas, California 91302 (£ yr.) 

33. Paul Girsdansky, Box 4, Springfield Center, New York 13468 (£ yr.) 

34. Dennis Agosta, PO Box 247, Blacks burg, Virginia 24060 (£ yr.) 

35. Drew McGee, 65 Winter Avenue, Staten Island, New York 10301 (0) 

36. Robert Sergeant, 2902 St. Paul Street, Indianapolis, Indiana 46203 (0) 

37. John Malay, % Chatham Arts, 12 Commerce Street, Chatham, New Jersey 07928 (0) 



\ 
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BOX P, PINE PLAINS, N.Y. 12567 



TEL: (914) 398-5166 

PLANT & OFFICES,- E. CHURCH ST. 




Directors 
STEPHEN CARPENTER 
GEORGE H. SCOTT 



In production and available i 

Mythical Earth Fantasy 25m- Eange 



ME 1 Man Ore with Sword 

MS 2 Wood Elf with low 2 50 

me 3 Two Dwarves (unarmored) 

WE 4 Vizard JOg 

MS 5 High Elf with low ;0>;! 

ME 6 Three Hcbbits 40^ 

ME 7 Mood Elf with Swrd 250 

ME 8 Mounted Wizard ?0ci 

ME 9 ^an Ore with Axe 300 



300 



250 



;*E 10 Two Mounted Hobbits $1.00 
m 11 large Troll with Club 300 
ME 12 Two Small Trolls 400 
ME 13 Two Armored Dwarves *K)fg 
ME 14- large Wolf 350 (for ME 15 and 16) 
ME 15 Mounted Goblin with Axe 200 
XE 16 Mounted Goblin with Sword 20$ 
MS 1? Large Huon $1,00 
ME 18 Small Huon 75*i 
ME 19 Mounted Rohan Lancer 
ME 20 Mounted Rohan Archer ?Q<i 
MS 21 Dun land Spearman JQ<£ 
EE 22 Dun land Axeman 300 
ME 23 True Ore Archer 25£ 
m 24 True Ore Swordsman 250 
ME 25 Harad Spearman 300 
m 26 Mounted Karad Lancer ?(U 
ME 27 Southron Infantryman 30* 
HE 28 Southron Mounted Swordsman 700 
MS 29 Pukelman 300 
ME 30 Balrog 300 
MB 31 Hill Troll 300 
ME 32 Mouth of Sauron (Skeletal horse 
and rider) 700 

Fantasy Wargamers, would you believes 

ROYAL ARMIES OF THE, HYB0HEAN AGE 
* A &argajaer e s Guide to the Age of Gonan * 
by LIN GAHTEF & Scott Bisar 

...This is a must for any COHAN fan. LIU CARTER is one of the authors of the 00NAJ* 
series. Booklet includes painting instruction for the nations of the Hyboreaja Age F 
Including flags ; organ! station, of troops 1 and comprehensive miniatures rules for simu- 
lating Hy bo re an warfare. Authors reooiaiaend MINIF1GS 8 Swords k Sorcery and several 
other ranges as well-suited for providing figures for the various nations . Hailed 
first-class the day order is received! Price — $6.00 + 25t P&P. 

...New 1975-76 CATALOG $ $2.00 - Hundreds of figures photographed in actual size with 
catalog numbers right underneath. See what you're going to get before you order. 



ME 33 Ithilien Spearman 300 
HE "}h Ithilien Archer 300 
ME 35 Gondorean Citadel Guard. 
ME 36 Eeom Bearman 75 £ 
ME 37 Large Ent $1,00 
ME; 38 Snail Ent 
m 39 Giant $1,00 
ME 40 Giant Spider $1,00 
m k>l Kan Ore with Spear 300 
ME <%2 Bsxrow Wight *K)0 
ME ^3 Condor Spearman 30$ 
ME Gonlor Swordsnan 300 
ME ^5 True Ore—Sword & Shield 
ME 1*6 Elf King 30£ 
M 47 Mounted Elf 70«- 

ME ^8 Hobbit Archer, Swordsman and Offi- 
cer 

m 49 Condor Foot Knight 300 
EE 50 Two Goblins, Swords & Shields 400 
ME 51 Frog Man '' 300 
ME 52 Black Rider 70 0 
ME 53 Ranker with Sword. 30 0 
m 5^ Hanger with Spear 300 
M 55 .Dwarf King and Standard 
ME 5^ Large Goblin with Spear/S hi eld/Bow 

m 100 Centaur 700 
ME 101 Pan 300 

KEA 1 Ringwraith and Naasgul $1,00 
MEA 2 Dragon $3.00 
MEA 3 Eagle }5t 



* Made War gamers for War gamers * 
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PRESENTS 




MILITARY MINIATURES 



GAMES 



WORDS & SORCERY ! 



Single Copy 51 .00 



THE JOURNAL OF MILITARY MINIATURES, SWORDS & SORCERY, GAMES 
AND WARGAMING NEWS FEATURING THE TSR LINE 



Each issue is packed vv Irh arf teles and in- 
formation sure fo add fo your wargaming 
enjoyment, and the price is only $4.50 per 
six (6) issues, 56.00 (US) in Canada and 
Mexico, $7.50 (US) Overseas, or a sample 
copy of the latest" issue is available for 
SI .00, 

PAST FEATURES: 

• Solo Dungeon Adventures in DUNGEONS 
& DRAGONS 

• TRACT ICS - 75mm Gun changes and addi- 
tions 

• Rangers! An exciting new DUNGEONS 
& DRAGONS Class ^ 

a Medieval Pole Arms 

• PANZER WARFARE: Additional Unit 
Organizations 

• CAVALIERS AND ROUNDHEADS Rules 
Additions 

» Deserved Cities of Mars 



AND REGULAR COLUMNS ON: 
•Creature Features <'New D&D Monr.ters) 

* IN THE CAULDRON (What's Going on 
at TSR) 

* Castle & Crusade (Featuring the Medieval 
Era) 

* VVargaming World /News) 

* The Armory i Weapons Data) 

* Editorial Comments 

e Gallery of Gunfinhrers 

a Battle Reports of al I Kinds of Actions 

* EMPIRE OF THE PETAL THRONE Articles 
» Triumphs & Tragedies 'Reviews) 

» Slings & Arrows (Letter Column) 
- and Much More ! 

AVAILABLE AT BETTER HOBBY 
AMD BOOK SHOPS 

or by Subscription . 
Get Your Copy Today ! 



Bacf- Issues Available: Vol 1, No. 1, No. 2 and No, 3 at 50$ each 
Vol. 1, No, 4 and No. 5, Vol. 2, No, 6 at 75c each 



TSR HOBBIES, 9NC 

fS POB 756 



id LAKE GENEVA, Wl 53147 



